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The Journey Begins 


What Has Come Before 


I have always been an explorer. My natural curiosity encouraged by those 
around me in childhood, blossomed into an overpowering desire to learn 
as much about the world around me as possible. Every mystery or 
unanswered question 1 have encountered has always seemed like a 
personal challenge, and few things delight me more than sucoessfully 
testing myself against the 

rr: 


unknown and peeling back its 
mysteries. As society continues 
Its reckless race toward the 
future, 1 find myself drawn ever 
more strongly to the past. But, 
anachronistic as they are In 
this digital age, I have always 
loved books. 

In fact. It was my love for 
the printed word that ultimately 
led me to the journey I am 
about to embark upon. My 
research into the rumors of a 
hidden underground city 
underneath the New Mexico 
desert began as a teenager as 1 
played through the Myst series 
of games. The funny thing was, 

1 didn't know that they were 
more than just games. Upon 
first glance, I thought that they 
were simply meant as amusing 
diversions and nothing more, 
and 1 wasn't alone in this 
assumption. 


/ 

i 
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The Lost Children of D'ni 1 

Although considered "fantasy” and 
"fiction" by many throughout the 
world, the tales of Myst in games 
and novels were soon recognized 
by one part of the population as 
more than just pleasant diversions. 

The stories deeply resonated with 
these people as something more 
than just a tale. 

In fact, certain members of the 
D'ni Restoration Council (DRC) 

' believe that many of these people 
are the distant descendants of 
ancient explorers that came to the 
surface from D'ni thousands of 
years ago. Whether that belief is 
correct or not, it is undeniable that 
something was "awakened" in 
many people worldwide when they 
first ventured into these worlds and 
read these stories. . .something that 
called them to D'ni. 
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However, an offer to meet with Dr. Richard A. Watson of the now-defunct 
D'ni Restoration Council (see Uru: Ages Beyond Myst) led me to realize that 
they were not merely works of fiction. Instead, they were a representational 
documentation of an actual society 
that existed on earth for 
thousands of years, until Its 
cataclysmic destruction approxi- 
mately 200-300 years ago. 
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1 See fUe " Kysf "niMelivve" «nppev\Ai?c | 

o-P f Uis j<5iAvv\i>vl -Pov i«A<5ve Iv\pQyi«Ag>vHov\. I 


My research began with the events detailed in the first Myst "game," 
the most popular interactive entertainment of its time. Using a fantastic 
"Linking Book" that permits instantaneous travel across time and space, 
a traveler arrives on a mysterious island at some point In the 19th 
century. There, the traveler rescues Atrus, one of the last of the D'nl, a 
human-llke race from a cavernous city deep underneath the surface of 
the earth. Like his D'nl ancestors, Atrus is a master of the Art of Writing, 
allowing him to create Linking Books that lead to an infinite variety of 
Ages. Two of these Ages become prisons for Atrus 's sons, Sirrus and 
Achenar, for their crimes against the peoples of several other Ages. 

Rive years later, the traveler returns to help Atrus rescue his wife, 
Catherine, from the clutches of Atrus 's twisted father, Gehn. In doing so, 
Catherine's home Age of Riven is destroyed, and Gehn Is presumably 
killed In Riven's death throes. (The complete story is recounted in Riven, 
the "sequel" to Myst.) 

After Catherine's rescue, Atrus turns his efforts to rebuilding D'ni. 
Atrus lives in relative peace for a decade before his efforts are Interrupted 
by Saavedro, a bitter survivor of an Age destroyed by Sirrus and Achenar. 
Again, Atrus relies on the help of his anonymous "friend" to stop Saavedro 
and rescue Atrus's family, which by this point Includes a infant daughter, 
Yeesha. The scholars of the time referred to this story as Myst III: Exile. 

Twenty years after Myst, Sirrus and Achenar break free from their 
prison Ages. Both are initially treated as threats to their family, but it is 
revealed that Sirrus is the sole menace, while Achenar has legitimately 
rehabilitated himself. Atrus's anonymous "friend" from the first three 
stories helps Achenar to save Yeesha from Slrrus's clutches. By the end of 
the story (referred to as Myst IV: Revelation), Sirrus and Achenar are 
dead. Neither Atrus, Catherine, nor their "friend" reappears in the Myst 
stories from this point on. 
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There is little to no infor- 
mation about what happened in 
D'nl over the course of the next 
two hundred years, save for a 
handful of apocrjophal texts that 
were published as printed works 
of fiction. It is widely speculated 
\ him, including the stranger long | Atrus abandoned his goal of 

■ ;)crn f(>(>l rnmnpllpri tn hpin thic man J restoring D nl. 

I ^ j I rpj^Q story resumes at the very 

end of the 20th century, with the 
discovery of the ruins of D'nl by 
human explorers. I am proud to 
count myself among their 
number. I presented these 
, , S archaeological findings as the 

encourages and supports the ^ uru senes of travel guide,,. (The 

D'nl word "uru," means "deep 
city") However, due to the fact 
that they were published under 
an Imprint usually reserved for 
video game strategy guides, my 
books were generally viewed as 
fiction. What could have been the 
greatest archaeological find in 
human history was dismissed as 
the product of an overactive 
imagination. 

The reconstruction of D'nl failed as a result of a conflict between two 
equal and opposite forces: the human D'nl Restoration Council (DRC), 
which viewed D'nl primarily as one large archaeological dig site; and 
Yeesha, who had grown up as a spiritual leader of the Bahro, a race with a 
history of exploitation at the hands of the D'nl. Yeesha did not want D'nl 
to be rebuilt if it meant that the mistakes of the past would be repeated, 
and the DRC would not allow Yeesha to compromise their discovery. 
Ultimately, neither side succeeded In its pursuits, and D'nl was abandoned 
once again. 


Answering the Call { 

f 

Atrus is a man about whom much 
has been studied, written, and 
discussed. He is quiet, deep- 
thinking, and kind. Many who meet 
him, including the stranger long | 
ago, feel compelled to help this man 
who was born into a strange, mixed, \ 
and often dysfunctional family. \ 

Through the madness and grief that > 
has become the backdrop of so ] 
^much of Atrus' family history, he ) 

alone is the sane, hopeful one who j 
encourages and supports the 
peaceful restorative efforts to create 
a new home for D'nl and all its 
descendants. 

Why do we help him? We may 
never fully understand the answer. 

What we do know is that we must. 

It is in us to give back something to \ 
this man, this legendary figure who ) 
spent his life trying to save others. | 
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I When One Door Closes... 

i In February 2004, the DRC announced that they had lost their funding and 
] were forced to end their efforts for the restoration of the D'ni cavern and Ages, 
j The collective shock and dismay of the explorers was almost tangible. The 
cavern, which once had been filled with the noises of work crews, journalists, 

I and historians, had a hush in which the echoes of disbelief resonated. 

\ One thing became evident very quickly: The new people of D'ni were not 
\ easily chased from their home. Full of renewed vigor and determination, these 
I explorers mounted many campaigns to keep the research and exploration going. 

j Today, hundreds of D'ni enthusiasts still visit the cavern together. In pairs 
/ or in small groups, they come to reminisce, experiment, and discover. Thanks 
( to the cooperation of so many working together, the dream of visiting D'ni 
{ lives on. 


That was several years ago. Since I began researching D’ni, I have 
followed thin threads of rumor and legend, searching for the answers to 
the questions left by the collapse of the DRC and the disappearance of 
Yeesha. And today, after years of fruitless searching, 1 have decided to use 
a Linking Book to the K’veer section of D'ni itself. The risks of under- 
taking such an exploration alone Into the unknown are many, but I can no 
longer stand the nagging questions that plague my every waking moment. 
This journal serves to recount my experiences for any explorers who 
choose to follow my path. 

1 do not know what ^ 

awaits me. 1 only know 
that 1 cannot abandon 



PRIMA OFflClAC GAMfGUfPr 


K'veer Prison 


I had almost forgotten the 
indescrlhahle sensation of 
linking. For a moment, I was 
between two worlds, two Ages. 

But the shock of my first 
linking paled in comparison to 
the sight that greeted me 
when I arrived in K'veer. Upon 
my appearance, several dark 
humanoid creatures scurried 
along the walls and celling 
into the shadows, disappearing 
from view. Prom my research, 

I recognized them as the CoulA fUese be fUe B<?vUv-o? 

Bahro, often referred to hy 

Yeesha as "the Least." I recalled that several of them were released from a 
prison Age hy the Uru explorers of the DRG, hut no mention was made of 
what had happened to them afterward. I was relieved to see that these Bahro 
seemed more inclined to run, rather than confront me. 
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The Bahro 

The fact that the Bahro just scuttle away 
and then "vanish” indicates an amazing 
ability to link at will, even without 
Books or linking stones. This ability is 
both impressive and alarming. It is 
impressive because it is not an ability 
one would expect from a creature. It is 
alarming, however, because it means 
that at any moment, in any place, and 
; without any warning, we may be visited 
by them again. 

It also makes one ponder what other 
abilities the Bahro might have. . . . 


After the Bahro disap- 
peared, I took a look at the 
room I'd linked into, Atrus's 
prison in the K'veer section 
of D'nl, where his anonymous 
"friend" had first met him at 
the conclusion of Myst. It was 
also where my final Uru story 
("The Path of the Shell") had 
concluded. I found Atrus's 
Myst Linking Book on a 
pedestal, hut the hook was 
locked securely and resisted 
all attempts to open it. 


MYST 
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After several flights of stairs, 1 
found a journal and a D'nl 
camera. 1 found that the 
pictures 1 took with the 
camera instantly appeared in 
this journal, something 1 was 
sure was going to he of great 
help In my Journey. 

I continued down the 
corridor heyond the D'nl 
Journal and camera. The 
corridor ended in a large, open 
room. Several more Bahro 
scampered for the shadows 
and linked away as 1 entered. 
My attention was drawn to a 
large, shimmering huhhle at 
one end of the room. 
Constantly changing images of 
four different Ages appeared 
along the inner wall of the 
huhhle' s surface. Inside the 
huhhle was a translucent 
Tablet, held in place hy four 
stone locks. As 1 reached out 
to touch it. It quickly turned 
solid and changed back again. 
There was also a noise, as if 1 
had triggered something. 


fotetJted b'^ 
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Yeesha 
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TUe Tis^blef 


I stepped out of the huddle and 
was startled by the sudden 
appearance of a woraan behind 
me. It took me a second to 
realize that this was Yeesha, 
daughter of Atrus and 
Catherine. If the dates of the 
legends were true, she would 
have to be about SCO years old, 
long-lived even by D'nl 
standards. And the Unes etched 
into her worn visage in the 
handful of years since the last 
time I had seen her indicated 
it had not been an easy life. 


f The Sands of Time 

Yeesha'sface is lined and 
worn, similar to a well- 
traveled path — inviting, 
warm, yet marked with the 
I evidence of thousands of 
\ journeys. How old is she? 
j How long has it been since 
^ she was last seen by a 
J resident of our Age? One 
j could venture a guess, but, 
/ knowing her D'ni lineage, 

. it would probably fall short 
'^ofthe mark. 


\ 

i 
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YeesU<?\ <?\ppe<?\v-eA <7\-Pfev 1 foucUeA fUe TAblef. 


Without waiting for me to speak— or 
giving me an opportunity to ask her any 
questions— Yeesha gave me cryptic infor- 
mation about a Quest that I was to 
undertake. Fortunately I had the presence 





Yeesha's Speech ( 

So friend, the Tablet has responded to you. Of course. ^ 

If you're seeking my father, his time is passed. He won't be requiring your \ 

assistance. The book to his cursed island lies locked and gathering dust in his 1 
prison. That book, along with his pain and his burden, have been passed to I 
me. And now you will know it too. / 

You will listen carefully. This is not to be taken lightly. The Tablet has t 
responded to you. It will be your burden. Choose wisely in the end, for there I 
will be no second chance. Many have taken this Tablet, and they tried not to let ! 
go. It is the power of the writing. It. . .seduces all who try to hold it. I have held f 


it. ..tasted its sweetness. But I can hold it no longer. 

They have served too long. Always serving. Ever watching. And now, 
perhaps, you will see how to release them. 

First, collect what's been scattered, and then the Tablet will be released. 
Then, you will hold it. 

You will find in each Age along the journey that there will be help, and 
there will be hindrance. You will start this journey where I started, where my 
father Atrus started, where my great-grandmother Ti'ana started. You will end 
this journey here, when the Tablet is released. 

When you return, the Tablet will be yours. When the Tablet is yours. ..do 
not give it to me. 

What you still don't understand, you have failed to hear or don't need to 
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The Descent 


The first thing I experienced 
when I came through the link 
was a searing blast of desert 
heat. Before 1 had a chance to 
wonder where I was, a man 
appeared directly in front of 
me, dressed in traditional D'nl 
garh. He introduced himself 
as Esher, and while his 
demeanor was certainly 
friendlier than Yeesha's, he 
was nearly as enigmatic. Once 
again, 1 recorded what he had 
to say for transcription (see 
sidehar). 


/ Esher's Speech 

( You have seen Yeesha. She was, I'm sure, not very hospitable. You are confused, 
i no doubt. My name is Esher. It is my pleasure to meet you. 

I She has given you the Quest. Yes... the Quest. The Quest to carry the four. The 
; Quest to release the Tablet. The Quest that is proving to be more difficult than she 
I anticipated. Many have taken the Quest. . .and the Tablet still has no master. 

I will tell you what she will not. I will help you when she will not. But she 
1 and I agree on this point: DO NOT give her the Tablet. j 

\ She has lied to you already. ..uttered words that bite her heart as they 
> leave her lips. . .for she wants that Tablet. . . more than anything! She desires -i 
what she can no longer feel. ..but once tasted. You must not. ..whatever .J 
! happens... give it to her. 4 

I Ah., .she is the desert bird that longs to fly. She has dreams of taking j. 
K flight in her ambiguous world filled with vague clouds and shadowed air 
I Careful. . .she is a clever one. 

j Tm sorry. Tm overwhelming you. Look for the hole in the ground. That's 
( where your journey begins. I will find you .... 





Esher told me to look for "the hole in the ground" to begin my journey, 
and after transcribing his speech, 1 did Just that. 1 found it behind some 
boulders near a giant Moiety dagger, similar to the one 1 had seen in my 
studies of Riven. Yeesha said that my quest would begin where she, Atrus, 
and Tl'ana started their quests, which was in the New Mexico desert, at a 
cleft In the earth that led down to D'ni. My pulse quickened as 1 climbed 
down the rope ladder to the cavern below. 


r^e 


( The Moiety Dagger 

' When Riven collapsed and the stranger was thrown into the Fissure, there 
' was always some question as to where he might land. This question was 
answered in Uru, when explorers made their way to the New Mexico desert 
I to gain entrance into D'ni. Scattered around the Cleft were relics from 
\ Riven: the telescope and the wahrk bones. Here, in the top of the volcano, 

( is another remnant of Riven — one of the huge and impressive daggers that 
J Catherine herself had written into Riven; the very dagger that Moiety later 
y selected to symbolize their rebellion against Gehn. Seeing it here is a 
f powerful reminder of what changes are wrought by those who dare to 
\ transform worlds. 


/ Finally! i 

] For centuries, the secret entrance to D'ni in a desert volcano has been | 

( written about and searched for, but rarely seen. At one time, followers of the ) 
I DRCfelt that it had been swallowed by the desert and might never be used i 
^ to enter D'ni again. After all, when Yeesha was bringing explorers into D'ni, j 
1 she had them link there rather than taking the long journey down through [ 
/ the tunnels. But it seems this passage has remained at least partially 
^ useable through time, waiting for that traveler to seek it out and explore it. ^ 


.vryr . - , 
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Story, my path. They are not 
meant to cover up, but to reveal. 
Sometimes in poem, sometimes 
in story, sometimes clear, 
sometimes vague, sometimes 
long, sometimes brief. But the 
release of these words is a 
soothing elixir to my burdened 
soul. The words must flow from 
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^Yeesha Journal — Prologue 


me, or I will die. ' 

And in the end, these words are crumbs that spill along my path. And 
\ whoever eats these crumbs will know more of me. 
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I made my way through ^ —i m- 

the cavern, grateful for the ; f T ' y 

shelter from the desert heat - ^ y=ai '• * ' 

that Its cool walls provided. ‘ ^ - f ■ f 

Several more Bahro fled at i - - 

h A I 't d th ’ ' ' ■' ' 

^ 11 h d 1 d ^ 

another one Just off to the ^ 

right (see sidebars). I 

r * *'*«^A*^ ■* 

recognized the seal on the 

front of it as Yeesha's. The 

two entries within them "TUe vope l<?v<A<Aev <Aowv\ iv\f<3 fUe ci?ivev-vv 

offered some insight Into her 

perspective, but in keeping with everything I had read about her, it raised 
as many questions as it answered. One thing was for sure: She viewed her 
father's Myst Age as a cursed place, vowing never to return to it. I tucked 
the Journals Into my satchel and continued down the dimly lit hallway, 
startling a couple more Bahro as I proceeded. 


TUe vope Aowv\ iv\f<3 fUe Ci^vev-v\ 





Trie Journey Beg^s 


/ Yeesha Journal I 



i I am finding where I am, by 
/ understanding where I was. 

And everything I was is linked 
I to the island ofMyst — the refuge. 

i And I must know where they 
^ were as well. My heritage, my 
i people, my family. 

/ My father, the prisoner of the 

[y hidden and the revealed. Raised ' ' 

^by Ti'ana who hid the truth. Then raised by Gehn, who revealed the truth. But 
t ' Ti'ana hid for love, and Gehn revealed for power. 

\ Mother too, nothing more than a slave to what she knew and what she felt. 

I Taught by Gehn to write what she knew. Then taught by Ti'ana to write what ] 
she felt. But Gehn's teachings imprisoned her, and Ti' ana's teachings freed her. ^ 

/ And in the end, through the hidden and revealed, through the known and 
the felt, through the good and the evil, through the gods and the devils — they 
came together. Together they came: Father floating and Mother caring. Father 
knowing and Mother feeling. 

! And my great-grandmother Ti'ana watched, and my grandfather Gehn fell. / 

And so began our path of pain. | 

Ti'ana was called the destroyer, but she brought them together — and lived 
with them on Myst island. 9 

! Father could not keep Myst simple — new structures and new Ages he 
I brought. Mother could not keep Myst solitary — two new sons she brought — my j 
I brothers — Sirrus and Achenar. And they grew up strong, and hungry, and } 

’ lustful, like their grandfather Gehn — unable to control the power of Books — I 
[ the power of writing Ages. / 

! And as a result all became prisoners. Prisoners in their refuge. f 

^ / will never return to that place. ) 
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Yeesha Journal II 


Pride is a thief. Pride stole the soul 
of the D'ni people. Pride stole my 
own brothers. The temptation was 
too great. It is not the power, but 
the desire for power that destroys. 
That desire is in my blood. The 
blood of my ancestors — the 
my flesh, i fight it, but I am 
even now. 


j ' : My father tried to hide what he 

valued, his Books and Ages, while 

my brothers tried to hide what they valued, riches and power. Father was 
trusting or naive and Ages and people were destroyed. 

And so my family was imprisoned. My brothers in Ages written by Father; 
Father in a D'ni prison he had escaped from in childhood; and Mother in the 
world she loved and feared the most — Riven — her home — her refuge. 
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At the end of the hallway was 
a crude rest area flUed with 

inoperahle D'ni artifacts. |Bh| ^ , 1 

to learn^of warli^ss oltohe , • 

curious ILlustration of a a 1 1 i -t t - i c i 

/\v\orAev stirriSA d<aavo 

pentagonal stone tablet. I 

recognized the shape of it; I had seen it on one of the four stone lochs that 
secured the Tablet snoken of by Yeesha and Esher. 


r. . *0 


/\v\ofUev sklfHsU B<aUvo 
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Perhaps its why I now fear my home — my refuge. 

And then by the Maher, or by the roll, a stranger found the Booh. The 
Booh had been intended to be destroyed by fire, but by the Maher, or by 
the roll, it was tahenfar away. The Booh was preserved until it was time. 
Surely it was the Maher who preserved the Booh that would bring help. 

Now it was time. A stranger found the Booh, came to the island and 
freed Father. A lesson was learned, a friendship was forged. 

Friendship. The Least are my friends. I must use the Least wisely. I must 
listen to them. And respect them. They are powerful, they are willing, and 
they are afraid. 


On a pedestal near the 
entrance to the rest area was 
a Linking Book, open to its 
Linking Panel. The Panel 
showed a panoramic view of 
four small Islands in a dark 
stone forest. The islands 
were joined hy footbridges, 
and each island held a 
shimmering huhble similar 
to the one I'd seen in K’veer. 
Below the Linking Panel, 1 
saw a sketched map ef the 
Age that the Book linked to. 
The northeast Island was 
shaded, presumably to 
indicate that it was the link- 
in point from this Linking 
Book. 1 placed my hand on 
the Linking Panel and linked 
to an Age 1 would come to 
call Direho. 
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^ Esher's Speech 

' Ah-hah...Direbo. An Age for resting. Hah., .such a peaceful place. 

And... the way to get to the first Age. 

There, (indicating pedestal stonej That profane thing, and the other 
pedestals like it, are not of D'ni. They are a regrettable part of this journey. 
L The pedestal will allow you to link in a manner similar to the book that 
\ brought you here. But. ..know this: They are perverted tools of the 
I creatures. 

J The creatures. . .you have seen them. Always watching, calling to one 
j another in the darkness, loathsome. ..wraiths. They are not as we are. 

/ Remember that. 

\ Touch the pedestal. It will bring you to the Age ofTahgira. I will find 


MYST 

- V - 

END or ACES 


Direbo 


True to tils word, Esher greeted 
rae warmly upon my arrival In 
Direho, "an Age for resting," as he 
called it. With ohvLous contempt 
in his voice for the Bahro, he told 
me that the stone on the pedestal 
Inside of the nearby shimmering 
huhhle was a Bahro device that 
would llnh me to the first Age in 
my Journey, Tahglra. Promising to 
meet me in Tahglra, Esher linked 

away, leaving me alone in Direho. EsUev fUe piAvpose o-P fUe peAesf<?il 

I transerlhed my recording of his 
instructions (see sidebar) and explored Direbo. 





An Age for Resting 

Direbo was a world meant 
to serve as a rest Age for 
the D'ni during their 
journey to the surface. 
Rather than hole up in the 
carved niches along the 
■ way, the D'ni could link to 
; this lush, green, peaceful 
Age and find rest and 
t relaxation. 


The Bahro placed the 
pedestals and their bubbles 
into Direbo at a much 
, later time. 


foiAcUecA fUe fo I'mk fo T<?\Uglv<7\. 


The pentagonal stone on the pedestal 
Inside of the shimmering huddle was 
translucent. A glowing icon In the shape 
of the stone was etched into the pedestal. 
Recalling Esher's instructions, 1 placed 
my hand on the pedestal's pentagonal 
Icon and linked to the Age of Tahglra. 


'otected by copyrigb ^^utho rized or unlawfurpopying dr. downloading ex^r§ssTy pfohjb ^ j^ 


As it turned out, there 
was not much to explore. A 
Linking Book on a pedestal 
would allow me to return to 
the rest area 1 had just come 
from (Rest Area A). The 
footdridges leading to the 
northwest and southeast 
bridges had locked gates at 
each end. By pressing the 
glowing blue buttons at the 
ends of each of them, 1 
unlocked the gates on my 
1 iAV\lockeA bofk bvUge g<?\fes. side of the bridges, but 1 was 

unable to unlock the gates 

on the other side of the bridges. If 1 wanted to reach the southeast and 
northwest Islands, I would have to find another way to do so. 
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Tahgira 

Exiting the Ice Cave 

It took me a moment to 
realize that I had linked to 
Tahgira. I reappeared in a 
shimmering huddle, similar 
to the one in Dlredo. 

However, where the Dlredo 
huddle had a translucent 
Image of Tahgira' s llnk-ln 
point projected on the inside 
of It, the Tahgira huddle had 
a translucent image of Dlredo 
Inside it. A pedestal stood in 
front of me, almost identical 
to the one in Dlredo, with the 
same pentagonal Slate 
resting upon it. 

Esher stood behind me, 
outside of the huddle. As I 
stepped out of the huddle and 
into the frigid lee cave deyond 
It, he began to speak (see 
sidebar), telling me that 
Tahgira was originally 
designed as a prison Age. He 
alluded to the power of the 
pedestal’s Slate, saying that I 
could take it with me and use 
It to control the Bahro. Before 
linking away, Esher told me to 
use the Slate to free myself 


sfov\e ov\ fUe peAesf<Al 


EsUev (TvlliAcAes fo fUe poiwev o-P fUe 
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It didn’t take long for me to 
realize what Esher was talking 
about. The mouth of the small lee 
cave overlooked a snowy field, 
but the ley Incline leading up to 
It was too slippery to climb. The 
only other way out of the cave 
was the pedestal link back to 
Dlrebo, but that could only take 
me backward, not forward, in 
my quest. 

As per Esher's Instructions, 

I picked up the Slate from the 
pedestal and examined It. It was 
heavy enough to be made of 
stone, but I found that I could 
Inscribe Its surface with only a 
light touch of my finger. Six 
Slate Icons decorated the 
bottom of the Slate. Elve were 
blank; I couldn't venture a 
guess as to what they were 
used for. The sixth icon had two 
diagonal lines crossing it. When 
I touched this icon, the Slate 
was wiped clean. 


/ Esher's Speech 

/ / don't know why the creatures chose 

> this place for the Slates. Tahgira. Cold, 
\ barren, desolate, it has been 
V described. However, also.. .purposeful. 

\ No doubt Yeesha sees only evil 
here. This was a prison Age. . .for 
• those who committed monstrous 
} crimes. They were sent to this place to 
live out their lives. Justice. . . not evil. 

^ Much to learn. First, the stone 

/ Slate. Pick it up from the pedestal and 
take it with you. But know this about 
I the Slates: They too are abominations, 
^ made by the Bahro creatures' abuse of 
/ the Art of Writing. Still. . . they carry 
( great power. 

i You will find that you can write 

i on the Slates, anything you wish. 

\ There are some elementary symbols 
^ the creatures understand. At least in 
/ this way, you can use the Bahro 
I hindrance for your good. 

j They will take it, if you drop it. 

I They will obey it, if you order them. 

I They will return it, in time. As you 
I learn, you will have more control. 

I Use the Slate to free yourself The 
[ burden you carry is heavy. But for 
^~that. . .you will be thankful. 



After a few brief exper- 
iments with the Slate, I began 
exploring my frigid prison, 
and that's when I saw the 
outline of the Slate on the 
floor of the cave. Having no 
other Ideas, I stood on the 
outline and dropped the Slate. 

As soon as I dropped the 
Slate, the loe underneath me 
started to crack! I jumped 
back, sliding away from the 

crack to safety. I was 

TUe oiAfHv\e o-P fUe ov\ fUe -Ploov o-P fUe c«nve surprised to see a Bahro link 

In at the Slate's position, 

cracking the Ice further with its weight. The Bahro placed one clawed hand 
upon the Slate, and both Bahro and Slate linked away, reappearing behind 
me In the shimmering bubble. The Bahro placed the Slate on the pedestal 
and linked away. 


I The Slates' "Magic" 

The Slate itself is simple — a large piece of smoothed stone on which 
impressions can be drawn. And though heavy, the Slate is a convenient way 
to communicate with the Bahro. These impressions in the stone are 
obviously understood by the Bahro, but more than that, the Bahro will do 
, what the symbols command. Also, if a Slate is placed out of reach for just a 
\ few moments, the Bahro act as a guardian and return the Slate safely to its 
I resting place on the pedestal. From this we know that the Bahro are 
I continuously watching the Slates, and they seem to feel that the Slate's 
^ place is on the pedestal. 

! From all we know of the Bahro, this could indicate that they are acting in 
' a servile manner. If one could read their faces, we could perhaps discern 
^ whether they act with joy — or with bitterness. 
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TUe B<^Uvo vefi\vv\eiA fUe ^AvoppecA 
fo fUe peiAesf<?\l. 


TUe Ue«Avy ev\oi\gU fo cv^ncW fUe ice. 


Second Pedestal 


I exainlned tne crack in 
the ice. It was significantly 
wider now but still far too 
narrow for me to fit through. 
I attempted to cause it to 
crack further by stomping on 
it, to no avail. I wasn't heavy 
enough. But didn't Esher say 
something about being 
thankful for the heavy 
burden I carried...? 


I picked up the Slate from 
the pedestal and walked over 
to the crack. Bowing to the 
additional weight of the Slate, 
the ice creaked, groaned and 
finally collapsed, dropping me 
into a narrow cavern several 
feet below the ice cave. 


Exiting the cavern, I came to a wooden ladder leading up to the next plateau. 
I wasn't able to climb the ladder and hold the Slate at the same time, so I 
placed the Slate at the foot of the ladder and climbed up to find a second 
pedestal with a symbol inscribed upon it. Another symbol was inscribed on a 
nearby ice wall. 


1 orunlawfi^opyin^^^p ex^rdss^ 
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Tiwo syv^o\s...co^A fUey be 'mscvlbecA 
ov\ fUe ^l<?\fe? 


TUe secov\iA pecAesf<?\l 


I recalled Esher's Instruction to coramand the Bahro hy drawing their 
"elementary symbols" on the Slate. Making a quick sketch of the two 
symbols, I returned te the base of the ladder, only to find the Slate gone. 1 
cursed myself for a fool for forgetting how the Bahro linked in to take the 
Slate after 1 dropped it in the ice cave. There was no way 1 would he able to 
climb back up to the llnk-in point through the crack in its floor. How was 1 
going to get the Slate back? 

1 looked at the pedestal at the top of the ladder. In addition to the large 
glowing symbol Inscribed inside of the outline of the Slate, there was also a 

smaller pentagonal symbol at Its — 

base. 1 touched the pentagonal 

symbol and found myself back '1 


base. 1 touched the pentagonal 
symbol and found myself back 
inside the shimmering bubble at 
Tahglra's llnk-in point. 

1 took the Slate from the 
pedestal and carried It back to the 
base of the ladder. 1 knew 1 could 
not leave it behind without the 
Bahro taking it back to the first 
pedestal, so 1 decided to 
experiment with the two symbols 
1 had seen at the top of the ladder. 
1 Inscribed the symbol from the 
second pedestal onto the Slate. 


lv\scvlbecA f Ue syi*\bol ■Pvoi*\ fUe 
pe«Aesf<?\l ov\ fUe 


Igf^cted Jby'^c^.|:;^ight. or unlawful copy^^ng or^idownl^ 




orunra\M^uT^opying or downloadiiig^xpressTy^ 


Nothing happened. With the symbol still Inscribed on the Slate, 1 set the 
Slate down and backed away from It. Just as before, a Bahro appeared and 
linked away with the Slate. However, instead of taking the Slate back to the 
first pedestal, it reappeared at the second pedestal and placed the Slate there. 

Not only did that solve the problem of how to bring the Slate to the top of 
the ladder, it also taught me an important lesson about the Slate. If the Slate 
was Inscribed with the sjmibol from a pedestal and placed on the ground, a 
Bahro would bring the Slate to the pedestal displaying the same symbol. 




I -Poiavv^A 

pe^Aesf^nl 1 ov\f<5 

fUe i^ppe^nve^A ov\ fUe 

\>a\se o-P fUe -Plv-sf pe^Aesf^nl, 

by foiAcU'mg «^v\y o-P fUe 
pe^Aesfi^l Icov\s cm fUe -Plvsf 
pe^Aesfi^l, 1 coiaI^A I'mV. fo IBs 
vespecHve pe^Aesf^nl. 


TUe syi*\bol lv\sc/ibe<A ov\ fUe fol<A 

fUe iwUeve fo pl<?\ce if. 







TUe syi*\bol -Pvoi*\ fUe Ice 


Nofe 


1 ^Avew fUe v\e?«f syi*Abol, I v\ofe^A f fUe syi^Abol 
■Pv-oivv fUe seco^A pe^Aesf^nl v\ow ^^ppe^nve^A 'm fUe 
lowev rlgUf covviev. ^pp^’w-enfly fUe ew^pfy 
Ic<5v\s «>vl<5v\2 fUe boffoiM o-P fUe weve use^A fo 

vecov^A syiMbols fU^nf fUe B^^Iav-o lAH^Aevsfoo^A. 


Instead of taking the Slate away with it, the Bahro raised its hands. A 
blinding flash of light flUed my entire field of vision. By the time I could see 
again, the Bahro was gone, the Slate was stlLl on the ground and the 
temperature had risen notlceahly 


. i — — . — ___ 


NoPe 

lv\ -PiAv-fUev e?fp€vIwAev\fs wlfU fUls sy^^bol fUe 1 

P(51av\£A f UiAf IP I iAI^A v\of pick i\p f Ue wif UIv\ 1 S' 

secoH^As oP fUe "Ue^Af" powev beW^ ^AcHy^nPe^A, ^nHofUev 
B^aIavo woiaI^A liviU iv\ o\V[tA vePiAvvi PUe Sl^nPe Po PIa€ PivsP 
pe^AesPinl, «aP PUe Uv\V.-Iv\ poIv\P oP PUe Age. 
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Turning Up the Heat 


Curious as to what the symbol 
on the lee wall Indicated, I 
picked up the Slate from the 
second pedestal, wiped it 
clean, and Inscribed It with 
the symbol from the Ice waU. I 
laid the Slate on the Icy 
ground and backed away 
from It. 





^'ur^awTuf^op^^ ex^rdss^pfoiiibTt 


I picked up the Slate and 
started across a bridge that 
led across a vast chasra, but 
the other end of the bridge 
was blocked by a searing wall 
of steam shooting up from a 
wide crack in the ground. 

There was no way to pass It 
without severely scalding 
myself 

I racked my brain to no 
avail for a solution to the 
problem, but, as It turned out, 
the problem solved Itself. 

Approximately 90 seconds 
after the Bahro appeared and 
Increased the geothermal temperature of the Age, the effect wore off The wall 
of steam dissipated, and I was free to cross the bridge. 


/\ 0 -P sfe<?u*\ blocked fke 

ofkev ev\cA o-P fke bvlAge. 


The Village 


As I continued past the bridge, 
I came to a small vUlage 
composed of crude steam 
engines that appeared to be 
harnessing the Age's 
geothermal energy as a heat 
source, judging from the 
melted Ice around them. A tall 
hut sat In the center of the 
village. In the center of a 
grove of bulbous trees. 


^evev<7\l skviAcf lAves, obviously 

gev\ev<7\fiv\g 





I approached the hut and found a third pedestal in front of it, with yet 
another S3unhol engraved on its surface. After making a sketch of the 
symbol, I drew it on the Slate and placed the Slate on the ground. After I 
hacked away from the Slate, a 
Bahro linked In and placed 
the Slate on the third pedestal. 

I left the Slate on the pedestal, 
noting that the third 
pedestal’s symbol now 
appeared In one of the Slate's 
previously empty icons, and 
proceeded into the hut. 


The fhlvA peAesf<?\l 






tEr^cted Iby'c^.p^ight. Unauthorized or unlawfurcopying orJdownIc 


Frozen, Flostile Wasteland 

Tahgira is a cold, inhospitable landscape without much warmth or 
comfort to offer a traveler. Perhaps this was the biggest reason the D'ni 
used it for one of their Prison Ages. This Age, however, was not a place 
where ordinary prisoners would be sent to "serve time"; rather, it was a 
to which those convicted of the most monstrous crimes would be 
banished. There could be no return. 

But instead of giving up and dying quickly, prisoners devised ways to 
tap natural steam resources of the land and built structures with which 
to harness and channel this power. Long after their excommunication 
from the D'ni society, the outlaws of D'ni were likely living in a Spartan 
but successful way. If there were ever a doubt the D'ni were a resourceful, 
inventive, and tenacious race, the prison Age of Tahgira would surely put 
those doubts to rest. 




u^ri^ed orunla\M^uT^opying''br downloadiiig^xpress^j^^ 


Eetier greeted me at the entrance 
to the hut, where he delivered a short 
speech about his pride In the D'nl 
prisoners' Ingenuity and his belief 
that D'nl would rise again (see 
sidebar). 


Hofe 


I VUs H\iv^ pS^SSt'^’O's 1 

syi»Ab<5l ov\ fUe fUe syi«Abol t 

i^lso < 5 v\ fUe -Plv-sf 

pe^Aesf^nl's b^nse, pvovi^A'mg o\ ^Alvecf 
Uv\\c. f<5 fUe fUiv^A pe^Aesf^nl. 


Esher's Speech 

Do you not marvel at what the prisoners were able to do here with so little? 
Structures, food, life... as D'nl built, so they did here. 

Nothing. None of it matters now. The future is all we have. Justice is at 
hand. We will build again! 


After Esher concluded his 
short speech, he linked away 
as usual, leaving me to 
explore the hut. The only 
Item of note was something 
that appeared to he a map, 
hanging on the wall of the 
hut. The map was a 2x3 grid, 
with six circles at various 
Intersections, three red and 
three blue. 1 made sure to 
photograph It before exiting 
the hut. 


i*\<?\p o-P soi*\e sovf? 
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The Thermal Engi^^^ ^ ^ ^ 

next. Each had a switch on 
the front of it that presumably 
opened and closed the valve, 

As I approached the 

thermal engines to the right 

of the hut (as I faced the hut), Tvwo o-P fUe sl>c fUevi*\<7\l ev\glv\es iv\ fUe vill<?vge 

Esher appeared again with 

another cryptic clue. He Implied that there was more to the Age than met 
the eye, and that I should have the Bahro bring heat to it in order to 
continue (see sidebar). 


I Esher's Speech \ 

; / was not so sure of you. t 

I And yet, you have done well, j 

] But. ..do not be proud. You I 

j think you understand what | 

\ you see. . .you may be wrong, w 

b For example... this 
\ appears to be ice, but there 
I is more. Like the prisoners, ^ 
j there is life here that seeks \ 
tf heat. Unseen life... in the 
J water. 

There is no longer heat in 
this place. But you can make ; 
V them bring it. i 


"rUevl*\<?\l jlAV\cHOV\S vwlf U V\OV\-plAV\cfiOV\<7\l 
cov\fvol ViAves 
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I followed the piping from the thermal engines to a pair of junctions; 
three thermals led to each junction. Each junction also had what appeared to 
he a nonfunctional control panel made up of three switches, each of which 
looked as if they could he set to one of three positions... if they were operable, 

which they weren't. The 

control panel on one of the 
junctions was marked with 
blue buttons. The other was 
marked with red buttons. 

They seemed to have some 

connection to the three red bjgk - . _ , 

and three blue circles on the HL ' '*''^11 

map in the hut, but I didn't 
know what it was. 


I followed the two large 
pipes leading out from the 
junctions to find a broad 
expanse of water with a grid 
of pipes running underneath 
it. Referring back to my journal, I realized that the map in the hut matched 
the pipework in this water field. On the other side of the water field were 
some more structures, including what looked like another pedestal. 
Obviously, I needed to cross the water field, and from what Esher seemed to 
be telling me, I needed to harness the geothermal heat of the Age to do 
it... but how? 


-PlelA 


I decided that I had three mysteries to solve: 


Elgure out how to open the valves on the six thermal engines. 

A Elnd a way to access the three control switches on both thermal 
junctions. 

A Somehow create a path across the water field, presumably by using the 
thermals and the junctions. 
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I knew it was a leap of logic, but from my studies of other D’nl devloes, it 
didn't seem overly farfetched to me. I placed the Slate on the third pedestal 
near the hut so that I would have my hands free, and then I went to each 
thermal engine and turned its switch to the right. 


wbificted 


I picked up the Slate from the 
third pedestal, drought It over 
to the junctions and water field 
and touched the "heat" sjmidol 
In the Slate's lower left corner. 
The heat symbol drew itself. 
Just as I had drawn it earlier. I 
placed it on the ground and 
backed away. Once again, a 
Bahro appeared and rose the 
geothermal temperature of the 
Age. The control switches in 
the Junctions were stUl 
Inoperable, and the water field 
remained unchanged, but a 
steam geyser now erupted 
In the distance beyond the 
water field. 

As the heat effect faded, I 
contemplated the puzzle. 
There were three control 
switches on each Junction, 
and each Junction was fed by 
three thermal engines. 
Perhaps all of the thermals' 
valves were closed, which 
prevented the Junctions' 
control switches from 
activating? 
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Opening the Thermal Engine Valves 


1 fiAvv\eA fUe siwlfcUes fo fUe vigUf. 


1 cAvevw fUe "he<Af" syi*\bol ov\ fUe 
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Collecting the Slate from 
the third pillar, I returned to 
the junctions and used the 
heat symbol to increase the 
geothermal temperature of 
the Age. When my vision 
recovered from the hrllLlant 
flash of light, I saw that the 
three control switches on each 
junction were raised. As soon 
as the heat effect wore off, 
however, they recessed hack 
into the Junctions and were 
no longer operable. 


opev\lv\g fUe Wiggev'mg 

fUe e-P-Pecf v<7\lseA f Ue conWol siwifcUes 
ov\ f Ue jiAV\cflov\s. 


1 reactivated the heat effect 
and turned a few of the 
levers on the Junction control 
panels. When 1 looked at the 
water field to see the effect, I 
was startled to see that coral- 
like pathways had appeared 
over certain lengths of pipe. 
Was this what Esher meant 
when he said that there is life 
here that seeks heat? Unseen 
life... In the water? Prom what 
I could tell, It seemed as if the 
heat from the pipes attracted 
mfllions of microscopic 
creatures, which 1 could walk 
across as long as they 
remained in position. 


DivecHv\g lv\fo fUe iw<?\fev -PlelA 
p<7\fluw<7\ys o-P ovg<7\v\ic 
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A Life Within 

The micro-organisms in Tahgira are a truly fascinating and unique life form. 
They are attracted to heat. If they find a heat source, they collect together in 
large colonies, and then attach themselves to each other to form a solid 
mass. When the heat subsides, the organisms disconnect from each other 
and dissipate. However, if the heat source is extreme enough, the organisms 
will die while still locked together in their solid form. That solid form can 
then be used for other things, such as building materials. 

The pool at the end of Tahgira was actually a farm the prisoners made 
for harvesting these organisms. They built the valve system so that they 
could create different shapes of solid material. The pool also had stair-steps 
so they could direct the heat to different areas to obtain different thick- 
nesses of solid material. 

After discovering that the intermediate form could be eaten (solid 
enough to handle, but not yet in its hardest state), the prisoners began to 
collect and use the organisms for food. 

Thus, the organisms provided both a source of nutrition as well as a way 
to make various useful objects, turning the hostile world into one much more 
tolerable. 


I now realized that the 
map In the hut was a guide 
that showed which Junction's 
switches controUed which 
heating pipes in the water 
field. By setting the six 
switches correctly I could 
form a pathway that would 
take me to the other side of 
the water field. 



RigUf (Vslue) jiAV\cHov\ swifcUes: kigUf, le-Pf, le-Pf 




Le-Pf ^vecA) jiAV\cfiov\ siwlfcUes; le-Pf, 'e-Pf 


p<?\fPuw<?\y c^cross fP\e iw<?\fev -PlelcA 


The Graveyard 


After more trial and error 
than I care to recall, 1 finally 
discovered the solution to the 
puzzle. The blue Junction 
switches (to the right of the 
water field as I faced it) 
needed to he set right, left, 
left. The red junction switches 
had to he set left, right, left. 


Once the Junction switches 
were in their proper positions 
and the heat effect was active, 
I carried the Slate carefully 
across the narrow pathway 
that led to the other side of 
the water field and into the 
area of Tahglra that 1 would 
come to cad "the graveyard." 


As 1 entered the graveyard, Esher appeared. He indicated the tomhs of the 
prisoners who had died in Tahgira and vowed that D'nl would rise again to 
build structures, not tombs. Indicating another shimmering bubble In the 
distance, which he called the "Keep," Esher told me to make the Bahro bring 
me to it, as it would "run" from me. (See sidebar for complete transcription.) 


orunlawfi^opyin^ "oF^wnl^irvg ex^rd.ssly.pfohi btte 
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Esher's Speech 

These are their tombs. And, 
as they died here, so did all 
ofD'ni. Guilty here. But 
D'ni. ..was innocent. May we 
rebuild structures. Not leave 
tombs. 

Make them bring you to 
the Keep. . .for it will run 
from you. 


EsUev Vo\A ^*^e fUe keep 
iwoiaI^A "vi\v\" -Pvov*\ v*\e. 


The fourth pedestal in 
Tahglra stood in the 
graveyard. As before, I drew 
its symbol on the Slate and 
dropped the Slate so that the 
Bahro would return it to the 
fourth pedestal, with a new 
"shortcut" symbol at the 
bottom of it. 


mUe -PoiAvfU peAesf<?\l 


"TUe -PoiavEIa pe^Aesf^nl's syv*Abol ^Appe^nve^A ov\ fUe 
Pivsf pe^Aesf^nl's b^ASe ^Apfev I ^Avew If ov\ fUe ^l^nfe. I 
coiaI^A v\<5w liv\\c. Pvom fUe -Plvsf pe^Aesf^nl fo fUe 
■PoiAvfU pe^Aesf^nl ^Alvecfly. 


^{^cted ” c^.p^jght’llnauthor^ or unl^ful co^ng or^downl^^ig^xpressly prohibited' 




J awfuTcopyrrig o^^wn loadi rvg ex^r^ss^jDt-oWbtt! 


Picking the Slate hack up, I approached the shimmering huhhle of the Keep, 
only to watch the ice floe on which it was buiLt detach from the mainland and 
float away from me. Esher was right when he said it would "run" from me! 


The ''Keep'' \ 

I 

The Keep is where the Tablet is housed in K'veer, and it is seen here at the j 
end of our journey in Tahgira. Touching the Slate once it has been placed on ^ 
the Keep is the last task in each Age. Once touched, the Keep begins to ^ 
unlock the Tablet. j 

What started as amazement of the Bahro's abilities has now become awe 
and appreciation. The fact that the Keep is in K'veer and simultaneously ‘ 

here in Tahgira is a reminder that there is much to learn about the realities j 

of the Bahro 's worlds. | 


However, I could see a fifth 
pedestal on the Keep, and its 
symbol was Just barely visible 
to me. I drew it on the Slate 
as best I could and put the 
Slate down. The Bahro that 
came to collect it linked over 
to the Keep and placed the 
Slate on the pedestal. 

Returning to the fourth 
pedestal, I touched the 
pentagonal symbol to return 
to the first pedestal, which 
now bore the Keep's symbol 
on it. Touching the Keep's 
symbol on the first pedestal 
linked me directly to the Keep. 




,f^6i:^cted Jby'c^.|:;^i^ Unauthorized br unl^ful co^ng or, 
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When I arrived at the 
Keep, Esher llnhed in and told 
me a little bit about it (see 
sidebar). He told me to touch 
the Slate to finish my task 
and then return to The 
Descent to D'ni, where I would 
find the Linking Book for the 
next Age. 


I f<3iAcUe<A fUe keep's syvpvbol fo Uvik sHAigUf fo if. 


/ Esher's Speech 

i Huh-hmmm . . .you have found 
the Keep, the destination for the . 
\ Slates. You have seen this pedestal 
^ already in K'veer, where you 
4 started. And you will see it again. 
b It is in... in many places at once. 

Touch the Slate to finish your 
< task. Only you can make them - 
I solid. Three remain. 

K 

/ Return to the tunnels, the 

j path that leads to D'ni, and you 

•i will find another book. 

) 

\ Well done. 


1 foiAcUeA fUe fo sollAl-Py If 

coi*\plefe fUe povfiov\ o-P fUe QiAesf. 


I did as Esher told me. I entered the bubble of the Keep, which showed an 
ethereal image of K'veer along its inner surface, and touched the 
translucent Slate. The Slate solidified, and one of the four stone locks that 
secured the Tablet was released. 




u^ri^ed orunla\M^uT^opying'or downloadiiig^xpress^^^ 


Now It was time to return to 
the path to D’nl and find the 
Linking Book that would 
bring me to the next Age. To 
do BO, I touched the 
pentagonal symbol on the 
Keep's pedestal to return to 
Tahglra's first pedestal. 
Touching the symbol in the 
center of the first pedestal's 
base brought me back to 
Dlrebo's Tahglra Island. The 
Linking Book on the Island 
linked back to the first rest 
area along The Descent to 
D'nl (Rest Area A). 


D'lvebo's lsl<?\.v\A peAesf<?\l 


Nofe 


"XWe. peAesf^nl oh Pivebo's how 

wifU fUe syi*Abols -Pov -Pive o-P 
T^nUglv-in's peAesf^nls. ToiAcUWg ^nv\y o-P fUose 
syv«Abols woiaI^A v«a€ Alvecfly fo Ifs 
covvespov\^AIv\g pe^Aesf^nl. 


I exited the rest area and turned right to proceed down the lava tunnel 
outside of It. It ended in a large round room, the center of which was 
dominated by a giant hub. As I approached the hub, Esher appeared and told 
me that he had taken the same Quest I was now on... and faked (see sidebar). 
He Indicated one of the room's three doorways and told me that my journey 
continued on the other side of it. 


Return to Direbo 



Jby'c^.p^ight. Unauthorized or unl^furcop^g dr^downl' 
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Esher's Speech 

I apologize for the goggles 
earlier, but my eyes are not 
accustomed to the sun in 
this Age. 

I have taken this same 
journey... this same 
Quest. . .and failed. I'm not 
proud of my failure, yet I 
think that what I learned will 
be useful in your Quest. 

(indicates doorj Your 
journey continues through 
that door. 


EsUev fUe QiAesf 1 iw<?\s v\ovw ok 


Before going through the 
door Esher had pointed to, I 
walked down the open 
doorway to the right of it and 
found another Yeesha Journal. 
It contained her thoughts on 
the Riven story and her 
ruminations on her divided 
nature (see sidehar). 


Yeest\<?\'s fUlvcA joiAvv\< 7 \l 





^ ^ . t ZJ . — o ** 
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Yeesha Journal III 

The stranger, the friend, 
returned again to help 

Father save Mother. ' '-'^1 

Imagine — a stranger — 

traveling to Riven — risking 

all, asking for nothing I 

thinkof humility, thinking 

more of others. ^ j ' 

Humility: prisoners are 
freed by 

and nothing less. 

Gehn, my grandfather, my heritage, ugh, that monster who thought 
himself a god, was once again imprisoned. Perhaps he still rules that 
desolate, empty, and dead place, riven by the pride and bitterness of his own 
heart. But more likely he is in another desolate, empty, dead place, where 
there is weeping. I hope he is miserable. I can not forgive him for what he 
did. It eats at my heart. 

I hate him, because I have his same desires. 

Mother and Father came again together to the refuge — to Myst Island. 
But it was only a shell, a place to exist — a fallen place — torn apart by pride 
just as the great D'ni city was. 

Just as I am. Torn. 

What is a stranger? Someone who is not me? Yet sometimes I feel like a 
stranger to myself I become two. One who I know, and one who I do not. 
Where does this other one come from? Which one is me? 


In front of the door that Esher had gestured toward was a switch. I 
pulled it, and the massive machinery of the door lock groaned into motion, 
opening the door and revealing a large round tunnel beyond it. 



■Rf^cted Jby c^.|:;^ight. Unauthorized or unl^ful cop^g dr, 
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Tke cAoov siwlfcU 
EsUev 


I walked to the end of the 
tunnel, which opened into a 
vast vertical shaft. I recognized 
it from my studies as the 
Great Shaft of D'ni, an aborted 
attempt to reach earth's 
surface and create a conduit 
between humans and D'nl. 

Walking counterclockwise 
around the balcony that 
overlooked the seemingly 
bottomless shaft, I again 
encountered Esher, who 
shared a rather biased inter- 
pretation of the fall of D’nl 
(see sidebar) before linking 
away again. 


EsUev yees^t^'s 

■Pov fUe ■Pfjvll o-P DVi. 


/ Esher's Speech 

\ Re goh-ro ti-wah. . .77?e Great Shaft. Amazing, is it not? Built by those from 
J beneath. My people. I am D'ni. 

“i It was this shaft that permitted the great-grandmother of Yeesha to find 
\ our deep city. Rather than bore you with tedious details, you need only know 
^ this: She killed us all, and the great D'ni city lies lifeless and ruined. 

^ There is a room at the end of this first elevator. A small room with a 
f D'ni Rest Age book for the D'ni who would have traveled this path. The 
\ book will link you to Direbo. I will come to you there. 



Continuing counter- 
clockwise around the shaft, I 
came to the elevator that 
Esher mentioned. I pulled the 
lever to the left of It to 
summon It, and then stepped 
inside and puUed the 
overhead handle to send It 
down Into the Great Shaft. I 
was relieved to see that, after 
hundreds of years and no 
maintenance, it still operated 
smoothly. 


Rest Area B 

After a descent of several 
minutes, I arrived at a lower 
landing. I could see the 
doorway to the rest area 
along the pathway leading 
clockwise from the elevator. A 
Bahro linked out as I entered. 




Resf 


TUe fopi*\osf elev<?vfov o-P 
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Another Yeesha Journal sat 
on a bench along one side of 
the room. Opening it, I read of 
the many failed attempts to 
revive D'nl, failures that 
Yeesha felt as responsible for 
as anyone (see sldehar). 


Tt\e -PoiAvfU Yeest\<?\ joiAvv\<7\l 


/ Yeesha Journal IV 

( I am sick of the Grower. ^ 

Oh yes, some believe in 
I prophecies that predict the 
\ restoration of D'ni — the 

fallen city of D'ni would l n -^.i ‘ 

grow. There were attempts 
^before, and there will be 
[ attempts again. But they 
r always fail. 

Even those by my 

X father tried. They learned 

\ great things of the Made and the Maker. They learned of the Bahro, of the 
!■ Least, and of deeper truths. They learned of Father and his wisdom in 
1 rebuilding and rewriting. 

p The D'ni city came alive again, for a time. The dead were properly buried 
and the living were properly cared for. D'ni took short, labored breaths. Sap 
I flowed, though the tree did not grow, for there was no grower. 

) Even Father did not see then as I do now. 




^'ur^awTuf^op^^ cjownlo^hg ex^rdss^pfoiii bit 


The Grower had not come. 

I had not come. 

I am the Grower. 

I failed. 

And I think of myself as worthy? I am nothing — the failed child, of 
failed parents, of failed grandparents. How many generations must fail 
before we give up? Why do I try? 

I have failed with the Tablet already. There are no second chances here. 
And yet I long to hold it, and try once more. 


Return to Direbo 


The only other item of note in 
the rest area was a Linking 
Book that led to another of 
Direho’s islands, i placed my 
hand upon its Linking Panel 
and returned to the rest Age. 
The Island 1 appeared on was 
almost identical to the 
Tahglra island. 1 opened the 
two bridge gates on the island 
and stepped into the 
shimmering huhhle that 
contained the pedestal link to 
the Age of Todelmer, the next 
step In my Quest. Laying my 
hand on the pedestal's 
glowing pentagonal icon, I 
linked to Todelmer. 


'in mi 


'ToAeli*\ev isl<?\v\A peAesf<?\l 






Upon exiting the 
translucent huhhle at 
Todelmer's link-in point, my 
heart leapt into my throat. I 
found myself on a narrow 
ledge, thousands of feet in 
the air, staring at a 
gargantuan ringed planet 
that filled the entire horizon 
of the night sky. 


There are four pedestals in Direbo. These pedestals are known as the 
"Takes” because these are the places from which you "take" the Slates. The 
views on the bubbles in which the Takes are housed are not mere 
projections; each Take is literally in two Ages at once — both in Direbo, and 
in the Age that corresponds to that Slate. When you are inside the bubble 
in Direbo, you can see the Age for that Slate, and when you are in that 
Age, you see Direbo through the bubble. 

The Bahro, too, appear to be in two places at once as they link in and 
out, making me wonder if they are somehow related to the Takes. 


Todelmer 

Pillar One 


As in Tahgira, my link-in point for Todelmer was a translucent huhhle 
with a pedestal in the center of It. The pedestal held a Slate, almost 
Identical to the one 1 carried across Tahgira. 


r -Pov* fUls! 
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|i^otected' b^c^pyf ight 




Looking out over the 
horizon, I saw dozens of other 


ground, similar to the one I 
linked onto. There was nothing 
to the right of the huhhle as I 
left it, so 1 proceeded along a 
narrow pathway to the left of 
the huhhle. The path wound 
around the pUlar's circum- 
ference, leading me underneath 
elaborate pulley systems, and 
akowlng me a view of complex 
mechanisms atop some of the 
adjacent pUlars. 


Control Room 


The pathway led me past a 
room full of colossal 
machinery lit with red light. 
As 1 approached, Esher linked 
In and told me that the Age of 
Todelmer was designed hy the 
D'nl In order to study the 
heavens hut was not finished 
before the fall of D'nl. He also 
repeated his assertion that 
Yeesha's great-grandmother, 
Tl’ana, was responsible for the 
destruction of D'nl. (See 
sidebar for complete 
transcription.) 


Coi*\ple>c pulleys ofUev i*\ecl\<?\v\isi*\s 


EsUev bWiueA DVi's coll<7\pse ov\ 
YeesU<?\'s gve<?\f-gv-<7\v\Ai*\ofUev. 


|p|Dtia^^^j3yoC0pyri 0ith orunlawfulxopying ordownloa^ng exfifssjy. pfohibitec 
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fT. 


Esher's Speech 

Todelmer, built to study the heavens — and glorious heavens you will find 
here. I'm only sad we were never allowed to finish. 

I have told you some of the story. . . Yeesha's great-grandmother Ti'ana 
came to us desperate for control, convincing our people to betray rules we 
had held for generations. And we died. 

Yeesha claims such death, as painful as it was, had to be done — a plan 
of the Maker. . .and that she will rebuild. She will rebuild. I will tell you 
such delusive wisdom comes from vague feelings and daydreams — and the 
Tablet you will have is far too powerful for such wisdom. 

Todelmer. Enjoy the beauty of the heavens, while you consider the 
power that can control them. 


After Esher linked out, I took the opportunity to examine the room. Four 
massive pulleys at the front of it led up to the roof 1 surmised that they 
were probably somehow connected to the pulley systems outside of the pillar. 
On the raised dais in the middle of the room sat four mushroom-shaped 
devices that appeared to be 
control panels of some 
description. 1 assumed that, 
because there were four 
pulleys and four control 
panels, it was likely that the 
control panels were used to 
activate the pulleys — and 
whatever the pulleys were 
attached to. However, 1 was 
unable to test my hypothesis, 
as there was no power flowing 
to the control panels. 

Foiav cov\fvol p<?\.v\els -Pov fUe -Poiw pulleys? 






^prized orunlawfulxopying ordownloa^ng ex{i§ssJ/.pfohibitei 


At the rear of the dais was 
a tall vertical mechanlsni 
lined with D'nl nurahers. An 
arm attached to a large gear 
sat at the top of the 
mechanism. It looked as If 
It was used to measure 
something, hut there was no 
way to tell what exactly. 

I stepped off of the dais 
and walked around the inner 
perimeter of the room to reach 
the rear of it, where I found a 
dim blue glohe and two 
switches, one horizontal and 
one vertical. I found that, by 
moving the switches, I could 
cause the globe to brighten 
or dim. 

The red light in the 
control room was so dim that 
I decided to try to use the 
globe to brighten the room up 
a bit. The globe glowed 
brightest when the left lever 
was set at Its middle position 
and the right lever was 
pushed all the way to the 
right. And not only did this 
cause the globe to light up 
considerably. It also restored 
power to the control room! 


sovf o-P i*\e<?\siAvlv\g Aevice? 


Poiwev vesfoveA iwUev\ fUe le-Pf siwlfcU 
sef fUe vlgUf siwlfcU i*\oveA 

<?\11 fUe fo fUe vlgUf. 


I walked back around to the front of the room, where the four control 
panels and the measuring device hummed with life. The measuring device 
moved with such deliberate regularity that I guessed It must have been a 
clock or other timekeeping device. 
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END <T AGES 


Removing an Obstacle 


Not wanting to touch the control panels until 1 knew what 1 was doing, 1 left 
the control room and continued my exploration of the first piUar. As 1 
continued moving counterclockwise around the piUar, 1 followed the cables 
from the control room's puUey system. They appeared to connect to large 
mechanisms that pointed up at the sky on other plUars. Prom their shape 
and positioning, and from what Esher had told me about Todelmer, 1 
surmised that the mechanisms were probably telescopes. 


f The Final Frontier 


The D'ni were space travelers, but not in the way we earthlings imagine 
"aliens" get around. Rather than build and board crafts to fly thousands of 
light years between worlds, the people ofGarternay the ancient ancestors of 
the D'ni, created afar more elegant and immediate form of travel: Linking 
Books. These Linking Books were used to transport living tissue directly onto 
new worlds. And yet, that did not deter the D'nifrom examining and 
learning all they could about the vast space between these worlds. 

Todelmer is a perfect example of the D'ni pursuit of knowledge of the 
universe around them. Vast and intricate machines, complex inventions, and 
many experiments can be found wherever the D'ni had traveled. Todelmer 
houses just such machines and inventions. This Age, built solely for the 
study and exploration of the heavens, is a perfect example of the beauty and 
awe the D'ni both sought and inspired. 


1 kept climbing up the pUlar, only to find my path blocked by a massive 
coil of cable from a ruined pulley. It was far too heavy for me to lift out of 
the way, and 1 wasn't about to risk falling off of the narrow ledge by 
attempting to climb over It. If the mechanisms in the control room did in 
fact control the puHeys, I reasoned that 1 should be able to move the cable 
out of the way from there. 
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I I returned to tne control 

room and examined the four 
control panels. Three of them 
displayed views of the starry 
night sky on round monitors. 
The fourth showed only static. 
I assumed that this control 
panel prohahly corresponded 
to the broken pulley. 

I noticed horizontal and 
vertical sliders in the upper 
left corner of the control 
I panels. These seemed to 

blockecA by bvoken pulley c<?\ble control the horizontal and 

vertical orientation of the 

telescope— or would control, if this one wasn't broken. Horizontal and 
vertical coordinates were displayed (in D'nl numerals) in small round 
windows below the sliders. Between the sliders and the windows was a map 
of the sky, with one quarter of It highlighted. 

Now all I had to do was figure out which direction to move the sliders In 
order to reel in the broken pulley cable on the path outside. After a bit of 
trial and error, I discovered that elevating a telescope puked its cable back 
toward the control room, so I i — — i 


moved the vertical slider all 
the way up and touched the 
flashing green button In the 
center of the control panel to 
activate the mechanism. When 
I returned to the blocked 
pathway, I found the cable had 
retracted far enough to allow 
me to pass safely. 


useA fke ve<7\v vigkf cov\fvol p<?\v\el fo 
v<?\lse fke bvokev\ c<?lble. 




’^tlfotiaiai^.bv'copv^ 
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Mim-Telescope 


After a climb that left me 
winded, 1 reached the top of 
the first pillar. To the right of 
the top of the stairs was a 
smaller version of the devices 
I'd seen on top of other pUlars. 
Examining this device 
revealed it to be a telescope, 
which helped confirm my 
hypothesis that the larger 
mechanisms on the other 
pillars were also telescopes. 


T2 



Mlv\i-felescope ov\ fop o-P fUe -Plvsf plll<7\v 


1 looked through the lens of the telescope to see what I could make out of 
the other pillars. A vertical slider to the left of the lens controlled the vertical 
pan, a slider below and to the right of the lens controlled the horizontal pan, 
and a third slider above and to the right of the lens controlled the zoom. 


1 started by zooming in on 
the pUlar that the telescope 
was already pointed at. As 1 
did, I saw a cable tram parked 
at a dock on the distant pillar, 
as wen as three glowing 
symbols etched into the plUar 
below the dock. The second 
two were D'ni numerals; 1 
didn't recognize the first, 
which looked like three- 
quarters of a circle. 1 made a 
note of the symbols. 



Tkvee syi*\bols efcUeA beloiw fUe fv<7u*\ AocV 


1 left the telescope and looked out over the Age from the edge of the top 
of the first pUlar. 1 saw how the pulleys from the control room connected to 
the large telescopes on other pUlars. 1 also saw a second set of cables for the 
tram stretching between the pUlar 1 was on and two other plUars. On a 
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whim, I returned to the 
telescope and tried looking 
through It again to see the 
tops of all of the lighted 
pUlars In my field of view, hut 
a large spool for the tram 
cable obscured my view of 
one of the towers. Perhaps If I 
could move that spool. I'd be 
able to see what was up 
there...? 


I recognized the symbol I had Just seen through the mlnl-telescope as the 
symbol for one of the four large telescopes, as indicated on the map. 
Thinking back to the control panels In the control room, I remembered that 
each displayed a view of the night sky, with one quarter of It highlighted. I 
was willing to bet that each of the four telescopes was set up to view a 
different quadrant of the sky. Did this mean that the three symbols I saw 


spool blockecA i*\y vieiw o-P <7\v\ofUev foiwev. 


Tram House 
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I entered the small tram house 
on top of the first pldar and 
examined a map on the rear 
wad. It seemed to be an dlus- 
tratlon of the pdlars in the 
vicinity. Pour red circles 
seemed to represent the four 
telescopes, whde the large blue 
circle In the middle of the map 
Indicated my present position 
on the first pdlar. A green line 
led from the first pdlar to a 
second pdlar (presumably the 
tram line), and a third pdlar sat 
off in the distance. 
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■Tv<ai*\ cov\Wo1s — 1 le-Pf ft\e fop levev <Alov\e 
<av\^A pullecA fUe i*\lcAiAle one ov\ce. 


through the mini-telescope 
were coordinates for one of 
the four large telescopes? I 
made a mental note to test the 
theory later. 

Returning to the tram 
room door, I pressed a duU 
silver button in the center of 
it to close it from the inside of 
the room. It slid shut to reveal 
another button behind it, 
which I also pressed. This 
caused a hidden set of stairs 
to appear near the map at the 
rear of the room. 


H'iiAiAev\ sf<Alvs 


The stairs led down to the tram dock. The tram was not present. 
Standing at the edge of the dock and looking up, I saw that the large cable 
spool that had blocked my view through the mini-telescope was directly 
overhead. This reminded me that I was going to try to move the spool and 
view the obscured plUar. 

There were only two controls for the tram. A bit of trial and error 
revealed that the top lever, which moved left and right, determined the 
tram's direction. The lower lever, which moved up and down, turned the 
large spool overhead and 
moved the tram. Because I 
wasn't trying to access the 
tram Just yet, 

I left the top lever in its 
rightmost position and pulled 
the middle lever once to 
rotate the cable spool. 







The Second Pedestal 


Returning to the mini-telescope, I looked through It at the now-revealed pillar 
top, and I was very glad I had followed my hunch. Sitting atop the plUar was 
the second pedestal for the Age, with its symbol in plain view. I confess that I 
had almost forgotten about the Slate and Its power, but this was my chance 
to see If Todelmer's Slate functioned in the same manner as Tahglra's. 


i 


Symbolism 

The symbols we use to communicate with the Bahro are rudimentary yet 
highly effective. What appears to be a simple set of lines or circles actually 
represents something very significant, and most of the time each symbol 
will bring an important accompanying action with it. 

Learning a new language brings back memories of other languages we 
have had to learn to travel throughout the worlds ofMyst: D'ni, Narayani, 
Serenian. Now, learning that we not only can communicate with the Bahro 
but that they also have their own complex language reminds us again just 
how little is understood of these quiet, servile beings. 

Symbols have been found throughout the Ages, and it is one of the 
explorer's most enjoyable and intriguing jobs to discern and translate such 
symbols. With the Bahro language, a new challenge is presenting itself 


I returned to the first 


TUe secov\A peAesf<?\l 


pedestal at Todelmer's link-ln 
point and picked up the Slate. 
Tracing the symbol for the 
second pedestal on its surface, 
I laid it down and backed 
away. Sure enough, a Bahro 
came to claim it, linking away 
with the Slate. I returned to 
the first pedestal and saw that 
the symbol for the second 
pedestal now glowed on its 
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base. I touched the symbol to 
link to the second pedestal, 
located on top of the second 
pillar I would visit in this Age. 


The secov\A peAesf<?\l's syi*\bol <7\ppe<?\veA 
ov\ fhe -Plvsf peAesf<?\l. 


Pillar Two 


Prom the second pedestal atop the second pillar, 1 turned around and saw 
the first pillar In the distance. 1 stepped behind another small telescope 
located on the second pillar and looked back at the first plUar. As 1 panned 
down to look at the tram dock, 1 saw another set of three glowing symbols 
engraved below it. Once again, they seemed to be a quadrant symbol, 
followed by two D'nl numerals. i 


1 made sure to copy them into 
my Journal before proceeding. 

After finding two sets of 
coordinates on two plUars' 
tram docks, 1 surmised that 
there must be a third set on 
the third pUlar's dock. 
However, when I turned the 
second pillar's mlnl-telescope 
in the direction of the third 
pillar, 1 found my view 
obscured by two of the four 
large telescopes. 1 would have 
to move them to get a good 


TUvee i*\ove syi*\bols beloiw fUe 
■Plvsf plll<?\v's fv<7u*\ Aock 
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view of the third pillar's tram 
dock. It seemed like a good 
time to enter the two sets of 
coordinates that I'd already 
found into the control panels 
hack on the first pUlar's 
control room. 

I touched the pentagonal 
symbol on the second pedestal 
to link back to the first 
pedestal. Prom there, I 
returned to the control room. 
The first symbol in each set 
of coordinates indicated the 
telescope that it corresponded 
to. The first coordinates I found 
(via the first pillar's mini- 
telescope) were for the front 
right control panel. The second 
coordinates were for the front 
left control panel. 


TUe vieiw o-P fUe obsciAve^A 

by felescopes 


Nofe 


Fo))owIv\^ VUe pulley sysVeuv cov\-Plvuve^A 
VUese cov\fvol p«>vv\els MJ. 
ivi^Aee<A cov\fvol VUe Vwo Velescopes j 
weve blocUlv\^ my view o-P VUe 
fUiv^A pill^nv-'s AccV -Pvom VUe j 


I secovi^A pill^s miv\i-Velescope. 




Pvopev posiHovv'mg Pov f Ue Pivsf 
coov,Aiv\<7\fes — Pvovvf /igUf covvfvol p<?\v\el 


Pvopev posiHovv'mg Pov fUe secon^A 
cooviAiv\<7\Pes — Pvovvf lePf cov\fvol p<?\v\el 
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I entered the coordinates on each control panel and pressed the flashing 
green button on each panel to activate the telescopes. Returning to the first 
pedestal, I linked to the second pedestal and looked through its mlnl- 
telescope to get a slightly less obstructed view of the third plLlar. I zoomed 
the telescope through the eye of one of the large telescopes' brackets... and 
saw the third pedestal! 


I picked up the Slate and 
drew the third pedestal's 
symbol on it, laid the Slate 
on the ground and backed 
away. A Bahro appeared and 
linked with the Slate to the 
third pedestal. I used the 
second pedestal to link back 
to the first pedestal. Prom 
there, I touched the third 
pedestal's icon to link to the 
third pedestal on top of the 
third pillar. 


Pillar Three 


"fUe fUlvA peAesf<?\l 


The third pUlar was similar to 
the first pfLlar. As I explored 
the top of it, Esher linked in to 
tell me that my destination 
was "above," and that I would 
have to use the Bahro 's power 
to align the stars and planets 
(see sidebar). I had no idea 
what he could mean, so I 
decided to thoroughly explore 
the third pillar for clues. 


EsUev folcA i*\e fUe "sf<?\v-s 

pl<?\v\efs be <?\Ugv\eA." 
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Esher's Speech 

Your destination is not here, but above. The stars and planets must be 
aligned, and regrettably it is only the perverted power of the creatures that 
can do it. 

Make them. 


I Esher 

! Esher is an enigma. He is D'ni, born in the great underground city, and 
] was only a child when D'nifell. He seems to want to help us and guide 

\ us through each Age, teaching us of the past and alerting us to the 

present; he seems almost grandfatherly in his concern, and he has 
\ wisdom about many things; and he seems to scoff at Yeesha's dream of 
( rebuilding D'n/ and chide us for wanting or seeking any power of our 
J own. But what is he hiding? Could it be that he is the Grower of which 
/ the prophecy speaks? Or is his drive to help one of a misguided Messiah 
I complex? Are his actions merely contrived to gain our trust to further his 
\ own end? 


My first instinct was to 
try to open the tram house 
door, hut I found it securely 
locked. Descending the stairs 
next to the third pedestal, I 
came to the tram dock, hut 
the tram was Just slightly too 
far from the dock for me to 
enter — the result of me 
moving it earlier so that I 
could see the second pedestal 
from the first pillar's mlnl- 
telescope. 


TUe v\of pvopevly <AocVe<A; 

1 coiaIcAvv'V gef iv\ if. 




Pulling the lever in the middle of the tram had no effect. It seemed as If 
the tram still needed power. 1 walked through the tram to reach the stairs 
leading up to the locked tram house. On the way up, I encountered 
another power control panel, similar to the one at the rear of the control 
room In the first pillar. To restore power to the third pillar, 1 set the right 
lever to its middle position and moved the left lever about two-thirds of 
the way up. 
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Docking the Tram 

Using the third pedestal's 
link, 1 returned to the first 
pillar and made the long hike 
back to the first pillar's tram 
dock. This time. In order to 
return the tram to the dock 
on the third pillar, 1 moved 
the top lever to the left (to 
reverse the tram's direction) 
and pulled the bottom lever 
once (to move the tram back 
Into the third pillar dock). 


1 returned to the first 
pedestal and linked from it to 
the third pedestal. Descending 
the stairs near the pedestal, 1 
found that the tram was now 
securely docked. 1 walked out 
onto the top of it and climbed 
down a ladder into it. 


"To p<?\vk fUe lv\ fUe fUlvcA plll<7\v cAock, 

1 i*\ove<A fke fop fo fke le-Pf 

piAlle<A fke boffoi*\ ov\e ov\ce. 
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• W (.kv 


"Tke fv<7u*\, seciAvely <Aocke<A <7\f fke fklv<A pill<7\v 


Tram House 
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with the power restored to 
the third pillar, I continued 
climbing the stairs up to the 
tram house. At the doorway 
at the top of the stairs, I 
pressed a button to lower the 
hidden staircase inside of the 
tram house, and then I 
climbed the stairs. 

On the wall Inside the 
third pillar's tram house, I 
saw a glowing symbol etched 
Into the wall. Because I 
didn’t find It on a pillar, I 
assumed it must be a special 
Bahro ability similar to the 
heat symbol in Tahglra. I 
copied It Into my journal 
and made a mental note to 
experiment with it later. 

I opened the tram house 
door for easier future 
access, and then I descended 
the stairs to the tram. It was 
time to go for a ride. 


1 vesfoveA poiwev by i*\oviv\g fUe levevs 
fo f Uese poslHov\s. 


^yi*\bol ov\ f Ue lv\siAe o-P f Ue f UlvA 
plll<7\v UoiAse 


Operating the Tram 

The tram controls were extremely simple. A single lever in the middle of 
It served as the throttle. When it was pushed forward, the tram would 
move forward. When It was pulled back, the tram would move backward. I 
stepped Into the tram and pushed the lever forward to start moving 
toward the first pillar. 
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Halfway to the first pillar, the tram creaked to a stop. Panic started to 
take hold— If I couldn't get the tram moving, my only way of returning to 
a pillar would he to cllmh along the tram cables! Fortunately, four 
symbols etched onto some machinery directly outside of the tram 
distracted me from my fear. The first was the Image of a ringed planet, 
with Its ring tipped at an angle between 100 and 120 degrees. The other 
three were a third set of 
coordinates for the third 
operable control panel In the 
first pillar's control room! 

I copied the symbols into 
my journal with a shaking 
hand and, with a prayer on 
my lips, pulled the tram 
handle again. I breathed a 
sigh of relief as the tram 
creaked Into motion and 
completed Its journey to the 
first pillar. 

As soon as the tram Foiav syiAtools efcUeA befvweev\ 

docked, I exited it and fUe -Plvsf <av\A fUlvA pill<7\vs 

climbed the stairs into the 
first pillar's tram house. 

From there, I returned to the 
control room and entered the 
third set of coordinates into 
the only control panel I had 
not used (the rear left one). 

I stepped outside, 
expecting that something 
would have happened, but 
nothing In the Age seemed to 
have changed. I was left with 
three mysteries: 


Pvopev poslHov\iv\g -Pov fUe fUlvA sef o-P 
coovAlv\<7\fes lv\ fUe ve<Av le-Pf cov\fvol p<?\v\el 
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What did Esher raean when he said that I needed to use the Bahro's 
power to align the stars and planets? 

W What did the symbol etched on the inside of the third pillar's 
tram house mean? 

W What was the significance of the planet symbol I saw on the 
tram ride? 


Advance Seasons 

I decided to start with the 
most ohvlous mystery and 
find out what effect the 
mystery Bahro symbol would 
produce. Returning to the 
first pedestal, I linked hack to 
the third pedestal and picked 
up the Slate. After drawing 
the symbol upon It, I placed 
It on the ground and backed 
away, triggering the 
appearance of a Bahro. 



TUe i*\ysfevy syi*\bol 


The Bahro looked at the 
Slate and raised its arms. A 
blinding flash of light filled 
the Age. I can scarcely 
explain what happened next. 
At first, I thought It was just 
that the wind had started 
blowing harder, but It was 
more than that. The stars in 
the heavens shifted 
noticeably. The clouds 
whipped along the surface of 
the planet in a frenzy. As 



The symbol c^^useA fUe B^aUvo fo speeA up Hme! 
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The Space Pod 


I had seen the planet symbol on top of the third set of telescope 
coordinates. Was that a cine? 1 had nothing better to go on, so I returned 
to the control room with the Slate and looked at the rear left control 
panel's monitor. A small light blinked at the edge of the planet's ring, too 
bright and regular to be a star or other natural object. 

Three buttons above the monitor controlled the zoom for the 
telescope. Pressing the third one zoomed In on the blinking object and 
revealed the fourth pedestal, clear as day! 


Impossible as it seemed, the 
Bahro had sped up time 1 

The effect wore off in what 
was 90 seconds for me subjec- 
tively, but days, months... maybe 
even years had passed in the 
Age. Even the ring of the 
planet overhead had tilted. 

The planet's ring! That 
was what the planet symbol 
Indicated! For me to 
complete my Quest, 1 needed 
to be at a point where the 
ring of the planet overhead 
was at the same angle as the 
one in the symbol. 

1 used the "time" symbol 
again to speed up the flow of 
time in the Age. When the 
effect ended, the angle of the 
planet's ring matched the 
one on the symbol I had seen 
earlier. Now what? 




I As wif U f Ue syi^Abol W | 

i I i>vppv(5>ciwiA£>vfely I'll secoH^As fo | 


pick up fUe be-Pove fUe J 

b«ncU Pov If i^v\^A 

vefuvvie^A If f<5 fUe Pivsf pe^Aesf^nl. 
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I backed away from the 
monitor in shock. If I 
understood what I was 
seeing properly, the fourth 
pedestal wasn't even on the 
same planet I linked into! 

Was I truly prepared to make 
this leap of faith? 

My hands shook as I 
inscribed the symbol onto 
the Slate. I had come too far 
to stop now. When the Bahro 
linked away with the Slate, I 
nervously approached the 
first pedestal and waited for 
the fourth pedestal's symbol 
to appear. As soon as it did, I 
touched it before I could talk 
myself out of it. 

I linked into a space pod, 
orbiting high above the blue- 
ringed planet. Esher was 
there, waiting for me. He told 
me that it was only through 
the power of the Tablet that 
such a miracle like this was 
possible. He again warned 
me against giving the Tablet 
to Yeesha, saying that she 
had destroyed the D'nl once 
(see sidebar). 
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I Esher's Speech 

I Do you begin to understand the power of the Tablet? Surely it begins to 
! pull you . . . its strength grips you. Look around — without the power of the 

I Tablet — this would be left solely to your dreams. Now, imagine how the 

) power calls her. She has tasted it already, she has the ability to use it 
'' beyond all others, and she tells you not to give it to her, because she wants 
\ it so. 

I She destroyed the D'n/ once, and she will complete our destruction if 
J you give her the Tablet. 

S Listen carefully. The quest is half complete and the decision nears. You 
/ have seen much... of what the D'ni once were, what they were able to 
i build. Do you see what we might create yet again? The city, the Ages. Do 
\ you see it? Go, bring us closer. 


I descended the ladder to find the Keep under the landing 1 linked 
onto. Before entering the Keep, 1 looked out of the windows of the space 
pod at the wonders outside. It was a view most people would never 
experience — the frozen asteroids that composed the ring of a planet, seen 

from an impossibly close ^ — d — 

range. If this was evidence of 
the power of the Tablet, of 
the Bahro, could 1 trust 
Yeesha or Esher with it? 

For that matter, could 
myself? 


The i*\Iv<7\cia1oias vieiw ■Pvoi*\ fUe sp<?\ce pOcA 





These thoughts weighed heavily 
on my mind as I entered the Keep 
and touched the Todelmer Slate 
to release the second of the four 
Tablet locks. With the lock 
released, I touched the 
pentagonal symbol below It to 
return to the first pedestal, and 
then the Dlreho symbol on the 
first pedestal to return to the 
rest Age. 


, ‘ 'is 
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Return to Direbo 


I used the Linking Book on 
Dlrebo's Todelmer Island to 
return to the last D'nl rest 
area I had visited (Rest Area 
B). Prom there, I exited the 
rest area and turned left, 
following the Great Shaft 
pathway in a clockwise 
direction. I came to another 
elevator, with another 
Yeesha Journal next to its 
call lever (see sidebar). After 
reading the journal, I called 
the elevator and rode It 
down even deeper into the 
Great Shaft. 



= ' -i- r 


The -Pl-Pfh Veesh<7\ joiAvv\<7\l, v\e>cf fo fhe 
secov\A e\evo\Vof's ceA\ levev 
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l-ather and Mother 

loved and shared with me, 

their desert bird. Father shared wisdom and knowledge, and Mother 
shared visions and dreams. 

When did they come to know my destiny? Surely not from birth. As I 
look back, they knew so much; they saw so clearly. They planted and 
watered, so that I would learn how to do the same. I would not realize it 
until long after I was to see them no longer. 

Am I the Grower because they taught me, or did they teach me because 
^4 am the Grower? 


But peace was not yet with us. From the past, an enemy came, seeking 
revenge. But there was help for a third time. Without help, where would 
we be? Would there be a Grower? Would there be a seed to grow? 

It's all been so fragile. 

But it must be by the Maker I am here — and there is meaning. 

Or it may be by the roll I am here — and there is no meaning. 
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I exited tne elevator and 
proceeded down red-carpeted 
stairs leading away from it. 
Esher linked in and met me 
at the bottom of them, telling 
me that we were three miles 
helow the surface, and that if 
I wanted to proceed any 
farther, I would have to raise 
the floor of the Great Shaft 
and power the exhaust fans 
to provide air to the tunnels 
below. (See sidebar for a 
complete transcription.) 


Esher's Speech 

Stand in awe. The surface is three 
miles above us. Three miles. Our 
construction was triumphant 
and tragic. 

You will not be able to continue 
downward without providing fresh 
air to the tunnels. Raise this floor 
and power the fans. I trust you can 
discover how. 


Prom my present 
position, I could see four 
balconies that extended 
toward the shaft's center. An 
open doorway yawned behind 
me. I saw another on the 
opposite side of the shaft, hut 
there was no way to reach it. 

Each of the four balconies 
had a threaded column 
beneath it, reminiscent of 
massive screws. I assumed 
that these were the guides 
for the elevating floor that 
Esher spoke of... but how to 
raise It? 


EsUev folcA i*\e fo v<7\lse fUe -Ploov 
o-P fUe Qyet’W 
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Raising the Floor 

I walked down the stairs 
beyond the doorway behind 
me and kept descending, 
bearing right at every turn 
(and startling a Bahro or two 
along the way). Eventually, 1 
came to a glowing blue switch 
with a Yeesha Journal next to 
It (see sidebar). 1 picked up 
the journal but left the switch 
alone for the moment. 


Yeesl\<?\ joiAvv\<7\l <?\bliAe svwifcU 


/ Yeesha Journal VI 

( I was very young when I 

/ first felt strong Indeed,! 

) was young, but I thought I : 

i understood. I had many 

abilities, even then, but I 

[ little wisdom. Better to 
p have fewer abilities and 

f- much wisdom. : 

I / knew I was doing 
something great for us, but 
\ what I did was foolish for 

I me. I thought I was reuniting our family, bringing back what joy we once had. 
I / almost brought an end to life, 
h Yet again, it was a friend who came to our aid. 

j Now I think that most things cannot be returned to how they were. My 
I brothers were not to be released. But the Maker turned my poor choice to 

C some small good, and Achenar was redeemed. 
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/ My tears flow as I write these memories. The suffering and pain I 
i have caused — and endured. And yet I am thankful. I will be powerful like 
J the Bahro. 

/ long to be so strong. 

They will sing a song of thankfulness. They will sing a song, without 
4 regard to their circumstances. They will stand and take time to sing to the 
f Maker with hearts of joy. If only I could have such a heart. 


I continued down the stairs until I reached the floor of the Great Shaft 
itself I had never known the definition of the word "awestruck" until that 
moment. This was the gateway between the surface world and the deep 
city Itself, which I had read so much about in Atrus' Journals and the 
journals of other D’nl 
explorers. And this was the 
floor that I would have to 
raise if I was to proceed. A 
giant stone button protruded 
from its center, but pressing 
it did nothing. 

I crossed the floor and 
entered a doorway directly 
across the shaft from the one 
I had just come through. The 
stairs on the other side of it 
led to a yellow switch. 

Identical to the blue one I had 
Just seen. 


/\ yelloiw siwlfcU ov\ fUe opposlfe 
slAe o-P fUe sU<7\-Pf 


This time, I pressed the switch. A timing mechanism activated and 
started counting down slowly. I ran back down the stairs and across the 
floor of the Great Shaft once again. The button in the center of the floor 
now glowed yellow. 

I returned to the blue switch and pressed it. A second timing 
mechanism began counting down. Returning to the center of the floor of 
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END Of AGES 


the Great Shaft, I saw that 
the button was now red. I 
pressed it. 

For a few seconds, nothing 
happened. And then colossal 
ancient mechanisms slowly 
groaned into life for the first 
time in who knows how many 
years. The floor began to rise, 
carrying me with it. 

The floor came to a halt 
at the four balconies at the 
level of the second elevator. 1 
was now able to reach the 
previously inaccessible 
doorway, and I found a Yeesha 
journal and a switch. 1 read 
the journal (see sidebar) and 
pulled the switch to the left to 
start what sounded like a 
generator or turbine. It was 
a fairly safe bet that this 
powered the fans Esher had 
spoken of earlier. 


TUe biAH"Ov\ gloiweA veA iwl\ev\ bofU 
siwifcUes iweve <AcHv<AfeA be-Pove 
fUe fli*\evs coi\v\feA Aoiwn. 




Yeesha Journal VII 

Alone. 

There is a powerful 
conjunction between the in 
and the out, the beneath 
and the above. A wound, a 
mouth, a well, a pit. I 
wanted to make the 
journey for myself from 
where the D'ni dug 
upward, where they almost 
came to the surface. From 

the place where Ti'ana first 

climbed downward, and 

where Father followed evil into the ground. 

I began my journey with a heavy burden. It was Ti'ana who came to 
D'ni, and caused its fall. I am from her. I feel I am destined to bring 
another destruction. 

Father and Mother tried to prepare me — tried to tell me who they 
thought I was. I still see the power of each. I have the best of each — and 
■Jfie burden of each. And as they watched me leave, I saw the sadness and 
the fear. But more terrifying, I saw their hope. 

And I left my comfort to find me. And even as I took my first step away 
from Tomahna, my shoulders ached, for the burden I bore. Deep 
prophecies and weighty destinies. 

So much to learn and understand about myself My father said we can 
never understand — we can only understand more. 

The more I understood the more I powerful I became, and the more 
dangerous I became, and the less I understood. 
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To the left of the generator switch was another D'nl rest area, the third 1 
had discovered on my descent to D’nl. There was nothing In the rest area 
of Immediate Importance except a Linking Book to Direho. 1 placed my 
hand on the Linking Panel and linked. 

As in my previous two visits to Direho, my first action was to unlock 
the two bridge gates on the island. This gave me direct access to the 
Tahglra island. With that done, 1 stepped into the shimmering bubble and 
placed my hand on the glowing blue symbol on the pedestal to link to the 
Age of Noloben. 
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Noloben 

The Pool 


Upon linking into Noloben, i 
exited the shimmering huhhle 
around the first pedestal and 
turned to my left, where i saw 
Esher sitting on the sandy 
heach. i approached him, and 
he told me that Nolohen was 
his Age, the Age he fled to 
when D'ni died. He cautioned 
me that 1 would have to learn 
to survive here, as he had (see 
sidebar). His tone gave me 
cause to wonder what exactly 
transpired between him and EsUev Holoben Uis oiwv\. 

the Bahro. 





J 


» 




Esher's Speech 

Welcome to my Age: Noloben. When D'ni died I fled here. From death to 
death. You will see the fingerprints of the creatures everywhere — this was 
their home, and they did not welcome me. 

To survive, I was forced to learn. You will learn here as well. It is not like 
the other Ages. 










\ 
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1 continued down the beach and found a dais under a canopy. On the 
dais were four stone bowls surrounding a large egg-shaped rock. The rock 
and bowls all had shadows engraved into the dais at a 45-degree angle. The 
stone wall behind the dais was decorated with a variety of crudely etched 
symbols. At the base of the dais was a glowing symbol, similar to the other 
Slate symbols 1 had seen in other Ages. 
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I stood undemeath the canopy in an attempt to get some shelter from 
the rain, hut the canopy didn't offer much in the way of protection. In fact, it 
had four holes cut above the four howls that funneled the water directly into 
the howls. When the rain stopped approximately 90 seconds later, the four 
howls were exactly fuU to the hrlm, and each reflected a symbol from the 
wall behind them. 
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Foiav bovwls, <?\v\ egg-sUfJvpecA vock, 
glovwlv\g syi*\bol, <?\11 i\v\iAev c<?\v\opy 


I returned to the first 
pedestal, picked up the Slate, 
and brought it over to the 
dais. I etched the glowing 
symbol onto the Slate, placed 
It on the beach and stood at a 
distance from it as a Bahro 
appeared. It seemed to be 
confused by what I had 
written on the Slate and 
linked away without doing 
anything. Perplexed, I again 
drew the symbol on the Slate, 
only to be met with the same 
reaction. Finally, after looking 
at the shape of the Slate and 
the shape of the stone that 
the symbol was engraved on, I 
realized that I was drawing it 
upside-down. I tried drawing 
It again (with the three circles 
at the bottom of the Slate and 
the vertical lines above them), 
and this time, the Bahro 
appeared and summoned a 
heavy rainstorm. 
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It ail seemed too deliberate 
to be a coincidence. I was 
almost certain that this was 
designed to be some sort of 
reflecting pool. Standing 
directly in front of the 
reflecting pool, I took a few 
pictures of It for future 
reference, paying special 
attention to the four symbols 
reflected in the bowls. After a 
couple of minutes, the water 
drained from the bowls, and 
the reflecting pool resumed its 
original appearance. 


The Little Island 



Foiav syi*\bols ve-PlecfeA lv\ fUe pool — clue l-P 
I'A evev seev\ ov\e...buf \na\s fUe puz-Z-le? 


Continuing down the beach 
past the reflecting pool, I came 
to a tunnel in the rock wall. As 
I proceeded through the 
tunnel, I was startled by the 
appearance of a slithering 
snake that brushed past my 
foot before ducking into one of 
several holes in the ground. 

There was nothing of 
particular interest on the 
beach at the other end of the ' A 

'4 

tunnel, but I was able to reach 

a second, smaller island by A sea 

wading through the shallow 

water between it and the main island. 



secov\A, suv<7\llev isl<?\v\A 1 coulA fo 
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The Plateau 


Having explored everything I could reach to the left of the first pedestal, I 
decided to take a look at what was to the right of It. I found a second tunnel 
through the rock wall Just beyond the first pedestal, but It came to an abrupt 
end at a man-made obstruction before I could proceed too deeply into It. 


Near the tunnel entrance, 

I saw a cluster of seven holes 
In the ground, similar to the 
one I'd seen the snake 
disappear into In the first 
tunnel I entered. I wondered 
what It was about this small 
strip of beach that made it 
such an attractive snake 
habitat. 

While studying the snake 
holes, I happened to look up 
and see a pud cord hanging 
from the top of the rock waU. fUe secon^A fi\v\v\el <Ae<?\<A-ev\<Ae<A. 

I looked farther up and saw a 

roUed-up rope ladder next to It. Puking the cord dropped the ladder, which I 
climbed up to reach an expansive grassy plateau. 


The narrow strip of beach at the front of the little Island did not seem 
remarkable in any way. A cave entrance at the front of the little island was 
sealed by a large boulder with the Inscription of a tree carved into it. 

Having nothing else to explore on the little Island, I made a note of the 
tree design on the boulder and returned to the first pedestal on the main 
Island to drop off the Slate and plan my next move. 


MYST 




Kbloben 


The plateau was 
dominated dy a huge egg- 
shaped rock In the center of 
It. The rock was decorated 
with carvings similar to the 
ones found at the reflecting 
pool. Fifteen windows in the 
rock could he opened, 
affording me glimpses of 
some sort of laboratory inside 
of It— Esher's laboratory, 
presumably. A large lens 
shone brightly at the very top 
of the rock. 


1 pi\lleA fUe covA v^e.^ny fUe sv\<?\ke 
koles fo cAvop IfJVcAAev. 
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A Bahro Home 

The huge, round, cave-like rock structure on the center of the grassy plain in 
Noloben is very much like the Bahro caves seen in other D'ni research (see 
Uru: The Path of the Shellj. In fact, this rock structure was originally a -j 
Bahro dwelling. The same Bahro symbols are etched in the walls. Until 
Esher came, who knows how long they lived here in peace? j 


Spaced evenly around the exterior of the rock at 90-degree intervals 
were four smaller rocks, with rotating domes engraved with more symbols. 
Small stone pathways stretched between the smaU rotating rocks and the 
large laboratory dome. 
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It took me a little while to realize that I was dealing with two different 
sets of symbols. One set was used in the reflecting pool and on the inside of 
the laboratory. The other set of symbols was used on the exterior sides of the 
laboratory windows and the smaller rotating stones that surrounded the 
laboratory. I sat down in the grass to ponder the puzzle, nearly stepping into 
one of several more snake holes that dotted the plateau. 


Foiav vof<?\Hv\g vocks 

\ovf^e. l<?\bov<7\.fovy iAoi*\e 


The arrangement of the 
four small rocks and the one 
large egg-shaped one recalled 
the arrangement of the items 
in the reflecting pool. Even 
the shadows engraved into 
the reflecting pool's dais 
echoed the shadows of the 
structures on the plateau. I 
also noticed that the four 
symbols I saw reflected in the 
pool's bowls were engraved on 
the interior wall of the 
laboratory, one above each 
window. 


Bahro Numbers 

Noloben is filled with Bahro writing. The majority of it is meaningless to us; 
there is simply not enough information to even hope to translate it. One set 
of the symbols, seen on the walls of Esher's lab, however, boasts a distinct 
pattern and appears to be the numbering system used by the Bahro. 

Like D'ni numbers, this new counting system has a logical symbol 
progression that makes it easy to determine other numerals. 

Some people come to new Ages to explore the beautiful landscapes, the 
exotic wildlife, the fascinating technologies. But many come to learn the 
power of new languages and counting systems that can further the under- 
standing of the sentient beings who use them. 
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I was sure that the 
reflecting pool on the heach 
was the key to this puzzle. And 
I knew each laboratory window 
had one symbol on its exterior 
surface and a second symbol 
engraved above it on the 
interior of the laboratory. 
Maybe the two sets of symbols 
corresponded to each other? 
That is, maybe the symbol 
engraved on the exterior of a 
window's surface corre- 
sponded to the symbol 
engraved above it on the 
interior of the laboratory? 


syi*\bols — ov\e ov\ fUe 'mfevlov o-P fUe 
ov\e ov\ Ifs e>cfevlov. 


I started by shutting all of the laboratory windows except one and 
looking through it to find a symbol inside the laboratory that I recognized 
from the reflecting pool. Once I did, I walked around the laboratory and 
opened the window that I thought was directly below the symbol. Returning 
to the first window I had opened, I looked through it to see if the second 
window I had opened was the correct one. Through this painstaking process 
of trial and error, I was eventually able to match the four pairs of symbols: 
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Now that I knew which symhols from one pair corresponded to the 
symbols from the other pair, all 1 had to do was turn each smaller 
rotating stone so that the marker on the hack of it lined up with the 
appropriate symbol. 

But which symbols went with which stones? The clue was In the 
shadows engraved onto the dais of the reflecting pool. Having spent a 
considerable amount of time In Noloben, 1 noticed that the sun in the Age 
didn't move, or if it did, it moved much more slowly than the one 1 was 
used to. As a result, the shadows of the laboratory and rotating stones 
never moved either. All 1 had to do was match the shadows of the rotating 
stones to the engraved 


shadows of the reflecting 
pool bowls and set the 
rotating stones to the 
symbols that were 
paired with the I 

symbols reflected 
In the corre- I 

spending bowls. ■ . 'w 


^fov\e #1 — polv\flv\g Alvecfly 
-Pvoi*\ l<?\bov<7\fovy 


^fov\e #2 — “70 Aegvees dockiwlse 
■Pvoi*\ sf ov\e # I 
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^fov\e #3 — sV,eAAo\N polv\flv\g ^Alvecfly ^fov\e #4 — *70 cAegvees dockiwlse 

VOKuayrA l<?\bov<7\fovy ■Pvoi*\ sfov\e ^ 

After waiting for a dark cloud to pass dy the sun, I looked at the 
shadows of the smaller rotating stones, consulted my notes, and set the 
stones as shown. 


Esher's Laboratory 

As I turned each stone, I heard a rumpling deep within the plateau. Recalling 
the blocked tunnel near the rope ladder, I set aU four rotating stones to their 
proper positions and climbed back down to the beach. When I returned to the 

tunnel, I found that the stone 

that had originally blocked the - 

entrance was now turned to ^ 

reveal a doorway through it. - 'B ♦ ' 

I continued through the 1 K*. ■ 

tunnel, passing through three ^ 

addltlenal stone doorways, one y 

for each of the rotating stones ’ 

I had set atop the plateau. At 
the end of the long and 
winding tunnel, I came to the ^ '' 
bottom floor of Esher's 
laboratory. - ' 


TUe sfov\e fi\vv\eA fo veve<?\l 
^o\sso\^e.\No\y. 
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The first thing I saw was 
the Age's second pedestal, 
engraved with its glowing 
blue symhol. 1 recorded the 
symbol in my journal and 
started climbing the stone 
stairs leading up into the 
main floor of the laboratory. 


Halfway up the stairs, 1 _ ^ 

was startled by the sudden 

appearance of Esher. Whether 1 ; ^ 

he had Just linked in or was * Jf ' ■ ' 

there waiting for me, 1 couldn't b 

tell. He was Impressed that ■ gbmt ‘ 

had managed to unlock his 

laboratory, which he claimed 

was from the Bahro, 

who feared the image of the 

snake. the many 

snake holes around the Island 

and realized that they must 

have been a defensive EsUev s<?\iA VU<?v,V VUe B<^Iavo -Pe<?\veA VUe 

mechanism Esher employed to sv\<7\kes fUe ii*\<7\ge o-P fUei*\. 

keep the Bahro away from his 
laboratory. There was no doubt 

In my mind that his early Interactions with the Bahro were not pleasant, for 
either of them. He alluded to the terrlljdng power of the Bahro and admsed 
me to proceed to the top of the laboratory in order to continue my journey. 
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Esher's Speech 

You have unlocked my lab. Impressive. It is safe here, they are afraid. They will 
not come here. The snake binds them — prevents them from linking. I take no , 
pleasure in what they have endured here, but I had to learn. i 

Did you know that you aid the creatures, the Bahro, as you move the J 

Slates? Did Yeesha tell you that? Did you know that the full power of the ■ 

Bahro is restrained by the Tablet? Did Yeesha tell you that? Did you know j 
that they will not come near anything with the symbol of the snake? Did you a 

I _ -r-_ - /. _ ^ ^ t J _»_• I nr~k_*J \ 


know that the Tablet that Yeesha told you not to give her, controls them? Did 
she tell you that? 

I have learned. They are terrifying creatures if not controlled. 

Go to the top of my refuge. ..up there. Seal this refuge and you can climb. 


I continued climbing the stairs, which ended at a rickety wooden 
platform. At the end of the platform was a ladder leading up farther, as well 
as a crude bulletin board with several scraps of paper on it. One in 
particular caught my eye; It seemed to be a sketch of a Slate symbol. Its 
curving shape echoed the one — 

Esher drew In the air with his | '• ^ ^ JP 

finger when referring to the i ■ ' ■ *'* ^ — 

Bahro's fear of "the symbol of ^ ^ 
the snake." w 

-p '^c 

I climbed up the ladder to jyl, I p \ I 

reach a cage high above the ^ 

floor of the laboratory. Vfhat 
kind of experiments had 
Esher been doing here? No 
wonder the Bahro feared the 
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/ Noloben 

{ Esher has spent the past 200 years in the Age of Noloben. It is a place of 
I majestic outcroppings and swaying grasses. The sandy shore houses birds and 
\ snakes and other wildlife. Esher seems most at home here; he is both proud 
ii and comfortable in these surroundings. 

I Elis lab, however, shows us another side of Esher. Elere he carried out exper- 
I iments by caging the Bahro. ..who knows for how iong? Ele has worked many 
long hours to understand these creatures. What is the reason for his 
/ obsession? Is it the power of the Tablet? Or is it the creatures themselves he 
( longs to "hold"? 


A ladder on the side of the 
cage allowed me to cllmh to 
the top of it, hut the ladder 
leading up to the roof of the 
laboratory was retracted. 1 
remembered that Esher told 
me to "seal this refuge" in 
order to climb up there. 

That didn't seem as if it 
would be too difficult. After all, 
the second pedestal was at the 
floor of the laboratory. All 1 
had to do was pick up the 
Slate, draw the second 
pedestal’s symbol on it, and lay 
it on the ground for the Bahro 
to pick up and bring to the second pedestal. 

However, when 1 returned to the first pedestal and put my plan into 
action, I found that the Bahro would not link to the second pedestal with 
the Slate. At first, 1 thought 1 had drawn the symbol incorrectly, but then I 
remembered that Esher said that the Bahro wouldn't go anywhere near 


"Tke fo fUe voo-P vefv<?\cfeA, 
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the lahoratory. That meant 
that to create the link 
between the first and second 
pedestals, 1 had to draw the 
second pedestal's symbol on 
the Slate and physically place 
It on the second pedestal to 
create the link. 


1 cAveiw fUe secov\iA pe^Aesf<?\l's syi*\bol ov\ fUe 
p\£^ce<A If ov\ fUe secoh<A pecAesf<?\l 


‘ The Snakes! 

The Bahro are afraid of the snakes. Knowing this is both amusing and useful 
to the holder of the Slate. But what seems at first to be a minor aversion to 
the animal is quite literally a debilitating fear of both the creature and the 
k symbol for the creature! Esher extracted the venom of the snakes which 
I populated the beaches and caves of Noloben and experimented on the Bahro. 
I He learned this toxin caused paralysis in the Bahro, making it impossible for 
S them to link away. It is no wonder that the Bahro would not venture into the 
■ lab, nor touch or go near anything which bears its symbol or its shape! 


After placing the Slate on the second pedestal, 1 returned to the first 
pedestal to make sure that the second pedestal's symbol appeared on its 
base. Once 1 confirmed that it was there, 1 climbed back up to the plateau 
and moved one of the rotating stones to seal off the tunnel leading to the 
laboratory. 1 then returned to the first pedestal and used it to link to the 
second pedestal. Leaving the Slate on the pedestal, 1 climbed the laboratory's 
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stairs and ladders and found 
that the ladder leading to the 
top of the lah was now 
extended. 
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Accessing the Little Island 


At the top of the ladder was Nolohen's third pedestal. 1 recorded its image In 
my Journal and examined the large lens behind me. It was focused directly 
on the sealed door of the little Island I'd seen earlier. The same Illustration of 
a tree that appeared on the door of the small island was etched into the 
ground In front of the lens. 


When I stepped onto the 
tree symbol, It started to glow. 
Looking through the lens, 1 
noticed that the tree symbol 
on the little island's door 
glowed as weU, and the door 
opened as long as I stood on 
the tree symbol. The view 
from the lens teased me with 
a blurry view of the Keep, 
hidden away inside of the 
little Island. 


TUe fWivA peAesf<?\l 


1 coiaIcA v\oiw cUi*\b lAp fo fUe fop 
o-P fUe l<?\bov<7\fovy. 
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/ The Symbol of the Grower P 

j The tree was a common symbol used 
'j throughout D'n/ history. This particular 
i symbol is a powerful one to all D'ni and to 
j the Called. It is known as the symbol of the 

Grower. i\ M 

L In the legend of the Grower, the tree 
I symbolizes the new life just waiting to burst 

forth when finally the Grower appears. To -i. ' 

\ find it here, in Esher's home world of 

I Noloben, is puzzling. Who put the symbol of the Tree on the door of the 
^ Keep? Esher may be the Grower. Was it he who carved the symbol? Does 
/ this symbol perhaps mean that, indeed, Esher is the Chosen D'ni? 

I Did the Bahro put the symbol on the door to the Keep? Do they wish to 
^ tell us something? 


I stepped off of the symbol and was dismayed to see that the little 
Island's door closed again. How was I going to keep it open? Perhaps if I 
placed a heavy enough object 
on the tree symbol, the weight 
would keep the trigger 
mechanism depressed while I 
traveled back to the little 
island. The Slate was heavy 
enough to crack the ice in 
Tahglra; maybe It was heavy 
enough to do the Job here? 

But how would I keep the 
Bahro from lin ki ng In and 
taking the Slate? There were 
no snakes up here to stop 
them from doing It. 


"The cAoov opev\ lov\g 

1 sfoocA ov\ fUe syi*\bol. 
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That's when I remeinhered the snake symbol from Esher's laboratory 
notes. If the Bahro truly feared even the crudest image of a snake, maybe 
that would keep them from taking the Slate. 

1 couldn't climb ladders while holding the Slate, so 1 returned to the 
second pedestal, picked up the Slate and used the second pedestal to 
link back to the first pedestal. Now it was time to test the power of the 
snake symbol. 

1 etched the snake symbol into the Slate and put it down on the beach 
near the first pedestal. I backed away far enough to encourage the Bahro to 
appear and pick it up, but I stayed close enough to observe Its reaction. As 
soon as the Bahro realized what was written on the Slate, it panicked and 
linked away without taking it. 


— With the Noloben Quest 
^ almost complete, 1 decided to 

take a few moments to record 
experiences in my 

, ‘ k jK Journal. After a couple of 

^ minutes, however, I was 

^ startled by the reappearance 

of the Bahro. It picked up the 
..lb ■■ Slate and brought It back to 

' the first pedestal without any 

:Q‘. ■ . ’ fear whatsoever. Was Esher 

l_,. b,.- ' wrong about the warding 

^ ^ power of the snake? 

WIas 3<aIav*o \woia 1A v\oi^ ^^oiacIa VIas <as 1ov\^ j conducted a few more 

<AS If bove f Ue syi*\bol o-P f Ue ov\ if. experiments with the snake 

symbol and realized that 

Esher was not wrong. However, he also neglected to mention that the snake 
symbol would fade shortly after the Slate was placed upon the ground. As 
soon as the snake symbol was gone, the Bahro came for the Slate and 
brought It back. 1 made a mental note of this before drawing the third 
pedestal's symbol on the Slate and laying it on the beach. A Bahro appeared 
and linked with the Slate to the third pedestal. I followed ma the third 
pedestal link that appeared shortly thereafter on the first pedestal. 


TUe B<aIavo iwoiaIA v\of foiAcU fUe ^l<Afe <as lov\g 
<AS if bove f Ue syi*\bol o-P f Ue sv\<?\ke ov\ if. 
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laboratory, wlUch opened the door to the little island, granting me access to 
the Keep. 




1 drew the snahe symbol 
on the Slate and placed It on 
the tree symbol in front of 
the lens. 1 was disappointed to 
find that the tree symbol was 
not a pressure-sensitive 
mechanism, however. It 
seemed to react only to the 
presence of a living body 
standing on it. 


- - ! Since 1 couldn't stand on 
, m r I the symbol and enter the 

I _! ^ little Island at the same time. 

The f UiviA pe^Aesf<?\l link I needed another living being 

to trigger the opening 

mechanism. Esher was nowhere to be found, which left only... the Bahro! 

1 remembered that the snahe symbol would fade in time, so I again drew 
it on the Slate and placed it on the tree symbol. 1 then used the third 
pedestal's linh to return to the first pedestal, and from there, 1 ran as fast as 
1 could through the tunnel to reach the little Island. 1 waited in front of its 
door long enough for the snahe symbol to fade and the Bahro to retrieve the 


1 made a note of the 
symbol for the Keep and 
touched Its linh to return to 
the first pedestal, where the 
Bahro had returned the Slate. 
1 drew the Keep's symbol on 
the Slate and dropped it. The 
Bahro appeared and linhed 
with the Slate to the Keep. 1 
followed it via the Keep linh 
on the first pedestal. 


Tke openecA fUe cAoov -Pov 

i*\e iAVHAjiVHv\gly. 
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When I llnhed to the Keep, Esher appeared and launched into an angry 
rant, accusing me of adowing Yeesha to plant doubts about him in my mind 
(see sidebar). After calming down a hit, Esher said that there was another 
option for what could be done with the Tablet: It could be taken to Myst, an 
Age that Yeesha vowed never to return to. There, Esher claimed, it would be 
safe from her. 


EsUev seei*\eA p<?\v<7\v\olA 

iwUev\ 1 i*\ef Uii*\ iv\ Holobev\'s keep, 


^ Esher's Speech 

f No one understands these creatures as I do. I see you doubt that. No one has 
\ learned their language as I have. Do you question that as well? What other 
I doubts has she placed in your mind? I have opened my Age, my mind, and 
^ my understanding. And yet, still, you question my motives. 

f / only hope the knowledge I have gained will save you and me in the end. 

r Why do I pace? I am afraid. I fear what you will choose in the end. I 

hesitate to tell you this; to add to your burden... but I must. There is another 
\ option in the end. 

f The Myst Book. It lies locked on the desk where you began in K'veer. 
b Yeesha will not go there — she has grown to detest that island, so the Tablet 
j would be safe from her hunger for it. Be alert, a choice awaits. Do not let 
I your feelings of doubt, perhaps even of me, cloud your reason. 




ptj^rized or^nlawfurcopying ocaownloa^ng exf^^s^pfohibitei 
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I was three-quarters of the way through the Quest, and yet I was still no 
closer to knowing what 1 would do with the Tablet once 1 unlocked it. Esher 
seeraed to he becoming progressively less stable as 1 neared the end of the 
Quest, genuinely terrified that I might give the Tablet to Yeesha. Yeesha 
herself instructed me not to give it to her, but her hunger for it was obvious. 
And If someone with her power decided she wanted to take it from me, could 
1 even stop her? The Tablet promised absolute power, enough power to 
corrupt absolutely. 1 wasn't even sure that 1 wanted to take it in the end, but 
the call of the Quest was too strong to resist. I placed my hand on the Slate 
to unlock the third of the four Tablet locks, and then 1 linked back to Direbo 
via the pedestal links. 


Return to Direbo 


Prom Direbo, 1 used the Linking Book on the Noloben island to return to the 
D'nl rest area 1 had linked in from (Rest Area G). 1 returned to the section of 
the floor of the Great Shaft that 1 had raised and pressed the red button in 
the center of it to lower the floor again. 

So far, 1 had found every D'nl rest area by descending farther down the 
Great Shaft. 1 hadn't reached D'nl yet, so 1 obviously had farther to go. The 
doors leading to the yellow and blue switches were now sealed, so the only 
option was whatever was under the floor of the Great Shaft. 

1 pressed the red button again, but this time instead of staying on the 
floor as It rose, 1 ran off of it 
to the perimeter of the 
room. The floor rose 
without me, revealing 
several ladders leading 
down Into a pit below It. 



lllllllll/ll 
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Continuing The Descent 


In the center of the pit 
beneath the floor was another 
switch that would presumably 
lower the floor again, though I 
didn't press it to test the 
theory. Next to the switch was 
a Yeesha journal, which I 
picked up and read (see 
sidebar). 


The Descev\f fo DVi cov\flv\iAes, 


/ Yeesha Journal VIII 

I Home was far behind — / 

was no longer a child. I ^ T 

within myself deep within ^ 

I the earth, down to the D'ni 
p cavern. I was alone for a 
u time as I consumed my 
1 heritage, breathing deep the 
air of the cavern and the 
\ knowledge of my people. 

the 

^ companionship drove me 

; ■ mad. I engaged a senomar as my confidant, and a tredfish in the harbor 
I became my younger brother. I spoke to them as family and they answered, I 
swear they answered. 







I proceeded down a long tunnel leading away from the center of the 
pit. It ended at a switch, to which several large pipes were connected. I 
flipped the switch to set a large exhaust fan into motion above me. When 1 
hacktracked down the tunnel, 1 saw that a ladder had fallen from the 
ceiling. 


Then my mind took a final step into madness when I walked into the 
library on Ae'gura and saw an old D'ni man on the floor below me. Now I 
was imagining people to ease my loneliness. 

But he was no mirage — his name was Calam. And he was a D'ni 
Writer of Ages. 

Trust did not come easily. There was conflict between us — between his 
ancient rules ofD'ni that I did not respect, and my creativity, which he 
feared. We fought and feared and battled and screamed, until exhausted, 
we began to learn from each other. We learned of the power of both, just as 
Father and Mother had done. 

So I learned to Write with all the skills that the D'ni had known — 
beyond what my parents had taught me. For their lessons were given by a 
flawed instructor and by their own trial and error. I learned to Write from a 
Master: an opportunity Father was never given. Calam's abilities were 
breathtaking — he knew all the D'ni knew, when D'nifell. 

But I taught as well as learned. There were things that the D'ni were 
forbidden to Write, words they feared, concepts they shunned. Rules and 
boxes. I had no cultural fear of such things, so I dug deeper, asking 
questions that Calam could not answer. And together we sought answers. 

That is how we learned of the Bahro and the Tablet. I learned of its 
power. We grew in knowledge and strength, and Calam became one of my 
dearest friends. I began to think that it was he who would be the Grower. 

But evil will find you, even in the depths of the earth, and Calam was 
murdered. 




/\ D'v\l e>clA<?UASf i*\ecU<7\v\lsi*\? /\v\ofUev YeesU<7\ joiAvv\<7\l o\. Aoof b<?\ck 

fo fUe -Ploov o-P fUe Gve<?\f 

Climbing the ladder brought me up to another tunnel with an open 
door at one end and a sealed door at the other. 1 approached the sealed 
door to find another Yeesha journal (see sidebar). A switch next to the 
journal opened the door, which led back to the floor of the Great Shaft. 
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^ Yeesha Journal IX 

f Power is a gift. Power is 
I a curse. 

1 I learned of the 
I fearsome power I wield on 
r that day — the day of 
Calam's death. In a fit of 
^ rage I destroyed the 
\ murderer, and I destroyed 
j my innocence. 

U And again I learned that 
( most things cannot be 
I returned to how they were. 







libibBeri 


And my power continued to grow even as I began to see that the 
prophecies of the Grower might speak of me. My destiny began to be 
fulfilled. But there was still more. 

The Least. Abused. Mistreated. Misunderstood. Ignored. They were 
mocked and scorned and their hearts still show their pain, but they 
continue to serve. 


] Such power they have, and yet they serve. They treated me with 
^ kindness, and I learned from them. They respected what I was becoming. 

/ With them I learned new laws, new rules, and new powers. I used the 
powers to care for a tree to come, and the Tablet allowed me to grow 
^ beyond Ti'ana, beyond Tather and Mother, beyond D'ni, beyond Calam. 

J The Tablet held them. The Tablet chained them. 
i The Tablet held me. The Tablet empowered me. 

\ I watched with them. I waited with them. I learned with them. I called 

^ them from captivity and grew while they gathered. Together we became 
both weak and strong. 

And then my time came. My time to take the Tablet. My time to choose. I 
: was ready. I felt the pull of holding it, of channeling and releasing the full 

1 power of the Bahro. I would right the wrongs, I would set things the way 
they should be. I would choose well — / could not fail. I am the Grower. 

^ I was so sure, so strong, so wise, but I didn't open myself and listen to 
I the Maker. The noise of me drowned his quiet voice. 

j And I failed. Failed to see anything beyond myself and what was 
j obvious. And pain came quickly, when I realized what I had done. The 

I Tablet returned, and the Bahro continued to serve. The pain still burns me. 

i But the powerful Bahro simply wait and serve. 

I Pain is often how we learn. But it is not for us to give — we are not the 

[ teachers. We must not abuse them. We must not abuse the Bahro. 


ft?® 
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I explored the other end of 
the tunnel, which ended in a 
hub room with two doors. The 
fan 1 activated minutes ago 
spun below the center of the 
room. One of the doors was 
locked, and its switch was 
broken, but 1 found another 
Yeesha journal next to It (see 
sidebar). 


TUe fev\fU YeesU<7\ joiAvv\<7\l, 
v\e>cf fo bvokev\ siwlfcU 


Yeesha Journal X 


How could I have not seen 
the true see now 

\ i V. so clearly. can I get 

' ''1a another chance to make 

^ '' things right? 

They came. They came to 

^ D'n / — those who felt called. 

/ knew they was 

prepared for them, and I 

\ pointed the way. I spoke 

often of the pride of D'ni, of 

i their belief in their own 

s power and strength and the reason that D'ni once fell. And a few understand. 
U:^And they begin to follow me. I am the Grower — / would lead them to rebuild. 

f' Yet another burden. 

But what is the task of a Grower? My father wrote another Age, but I see 
that the tree is not a place, but a people — the heart of a people. That is what 
' must grow. 

i If only I had another chance to make things right. The Tablet is the key — 
^^how could I have failed? 





jj|%)teicted,by'C0pyri 
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The other doorway led into 
the fourth and final D'ni rest 
area. The last Yeesha journal 
sat on a bunk along the side 
of the wad (see sidebar). As 
with every other rest area, 
this one contained a Linking 
Book to Dlrebo. After picking 
up the journal and reading it, 
1 placed my hand on the 
Linking Panel and linked to 
Dlrebo 's fourth island. 


The elevev\fU VeesL<?\ joiAvv\<7\l 


/ Yeesha Journal XI 

^ I know what to do. I see so sSSSt^ 

\ clearly. One more chance to 
\ determine the destiny of the gBpiSS 
j Tablet. I can feel it. 

/ To be so close and yet be 
so powerless — it drives me 
^ mad. The Tablet sits there, 

) holding the power of the 
V Bahro captive, and I alone 
( know to do. I failed 

I once, but what does that — 

I mean? Why am I punished when I could accomplish so much? The rules seem 
y^ so arbitrary — some game of the Maker that only he understands. 

This legacy offal lure. And now I see this final chance to right generations 
I of wrong. To unleash the power that has been held for thousands of years. It 

\ is at my fingertips. I know what must be done, but I cannot speak of it, for 

tarnish the heart, taint the act. 


fear that it would somehow break the rules- 
soil the innocence. 

I had a dream... 
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/ am carrying the seed ofD'ni, the seed of all things that are D'n/, 
through a small cave. And I come to a place where the path stops, and there 
are two holes — one above me, and one below me. And through the hole 
below I can see the D'ni cavern and the great city. And through the hole 
above I can see the shy and sun. 

A voice calls to me "In which hole will you plant the seed?" 

And I know it is easy to drop the seed in the hole below, and I know it is 
impossible to throw the seed through the hole above. I call out to the voice, 
asking for wisdom. 

And the voice answers me "Do not drop the seed in the hole below, for 
that is easy, but that is the way of the past. Do not throw the seed in the 
hole above, for that is difficult, and that is the task for another. In which 
hole will you plant the seed?" 

And I know what to do. 

And I know I am the Grower. 


Just as I had in every other visit to Dlreho, I opened the two bridge gates 
on the Island I linked onto. All eight bridge gates were now unlocked, 
allowing me free passage from one island to another. I then stepped into the 
shimmering huhhle and placed my hand on the linking symbol that would 
transport me to Lakl'ahn. 




tUthoriyed oRjnlaWful copying pftownloaHm 


[in^ exar^s^prohibitej 


gfot^ted by^copyrf 


Arrival in Laki'ahn 


Upon Unking into the island Age of Laki'alin, 1 exited the translucent huhble 
surrounding the Age's first pedestal and saw Esher standing at the front 
door to a great stone building. 1 approached him, and he told me of 
Lakl’ahn's history (see 
sidebar). As he 
Laki'ahn seemed to be the 
some great 

battle. Esher referred to the 
building behind him as the 
"trade house." The front door 
was locked, but he told me 
that a "jeweler's door" in the 

rear could be unlocked. g-pj^ u-rfdf'- "U - hi U c 


EsUev vei*\ei*VtoeveA L<?\kl%Uv\ <t\s ok "pl<7\ce 
o-P ^'re.oKk sWev\gfU o\\\<A WliAi*\plA." 


Esher's Speech 

I wish you could see Laki'ahn as I remember it. Anticipation. The calls of 
the beasts bellowing out over the warm airs and conversations, as we 
waited for the fires to burn and the battle to begin. 

This was a place of great strength and triumph. I wonder if you possess 
such courage. 

The door to the trade house is locked, but the jeweler's door on the 
other side — that can be unlocked. 
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After Esher linked away, I 
tried the front doors to the 
trade house and found them 
securely locked, Just as Esher 
had told me. The windows 
were also impenetrable, hut 
looking through them, 1 saw a 
scrap of paper with a series of 
shapes drawn on it. ft seemed 
important, so 1 took a picture 
of it before exploring the rest 
of the island. 


MYST 
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Boneyard 


Returning to the first pedestal, 1 turned right, toward the beach, and walked 
along the beach toward a wall made of stone blocks and reeds. Following the 
waU away from the trade house, I found a small passageway between several 
large boulders that overlooked a boneyard for beasts of incredible size. 

Judging from the lack of legs or other appendages on the skeletons, 1 
assumed that the beasts must have been aquatic creatures. The cracked 
earth of the boneyard indicated that the area must have been filled with 

water at some point. A large — 

broken mechanism loomed 
over one end of the boneyard. 

It looked as if it might have 
been a crane, designed to lift 
the creatures into and out of 
the water. I guessed that this 
boneyard might have been 
some sort of aquatic zoo in 
years past, its inhabitants 
condemned to a slow death 
when D'nl fell and no one was 
left to maintain it. 

TUe vei*\<?\iv\s o-P <t\v\ vwllAll-Pe pvesevve? 


[^©t^ted by copyright! Uflauthofized or unlawful copying orj 



^oteeied by^copyr^C^^ithorTzecI oFLnIaWful copying pT^do^wnloa^ 


[i^ exgr^s^prohibitej 


Across the honeyard from 
the crane mechanism, a 
glowing symbol etched into a 
nearby rock stood out promi- 
nently I copied this first Slate 
symbol Into my journal and 
returned to the first pedestal 
to pick up the Slate and 
see what effect the symbol 
would have. 

I drew the symbol on the 
Slate and placed it on the 
ground, backing away from It. 
A Bahro linked In and raised 
Its hands in a display of power. 
Suddenly, a gale-force wind 
whipped across the entire 
Island. I stumbled over to the 
Slate, picked It up and stood 
behind a boulder for shelter. 

As with other Bahro effects In 
other Ages, the unnatural 
wind came to an abrupt end 
approximately a minute and a 
half after it began. I resolved 
not to use that symbol again 
unless I had a good reason! 


^v\ iAV\v\<7\fiAv<7\l g<7\le-Povce WlggeveA by 
fUe B<^Wvo's ve<7\cflov\ fo fUe syi*\bol 
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E N n Of AGES 


The Windmill and Cages 


I returned to the honeyard and 


The Holding Pen 


^ UolcA'mg pe''/ pvesiAi*\<Ably -Pov 
fUe <a£^ia<aHc be<ASfs 


As I advanced down the length of the holding pen, 1 was hit with a stench so 
strong that I nearly gagged. The clear blue water turned dark and slick, and 
offal floated along its surface, no douht the desiccated remains of one or 
more of the water beasts. 


Holding my nose, 1 moved to the far end of the holding pen and saw 
what appeared to he a submerged pedestal inside of a cylindrical cage. It 
didn't take long for me to realize that there was nowhere else to go in the 


iRrale ^ted by c^p^ight. Itaauthonzed or jjnlawful copying or^downlg^pg;£i^r^sly 


Forces of Nature 

The Bahro are able to read and understand symbols and carry the Slate to 
a designated spot. However, there are other symbols, the "Nature Symbols" 
which the Bahro read and then are able to affect environmental 
changes — the rain in Noloben, the temperature in Tahgira, and the wind 
in Laki'ahn. What extraordinary powers the Bahro must possess to be able 
to change the very makeup of a world in these incredible ways! 




^fot^ted b/ copyr^C^^ttori^ed oFlinlaWful copying pT^downloaSi^ ex^r^s^proN 


holding pen, so I turned 
around and started wading 
in the other direction as fast 
as I could. 


A crack In the wall outside 
of the holding pen allowed me 
to climh up onto the grassy 
shore surrounding it. I noted 
with some unease that the 
wall was decorated with the 
tusks of the giant heasts. That 
seemed to he an odd choice of 
ornamentation for a wildlife 
preserve... if that's what 
Lakl'ahn in fact was. 


A siAbi*\evgeA peAesf<?\l iv\ e\ cyUv\Avlc<?\l ce\^e. 


A cv<7\ck iv\ fUe UolcAlvvg pev\ siAvvoi\v\AeA 
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E N n <T A G E S _ 


The Windmill 


Walking around the outside of the holding pen cage, I found a large wlndmlU 
behind it. Gables strung from the windmill led to the top of the pen and 

seemed to extend down to the 

cylindrical cage that held the 

Lnio I, but I libbb tbai dibit? ? 

must be a way to reach it. C<Ables sWefcUecA befvweev\ ok vwlv\iAi*\ill 

ov^A fUe fop o-P fUe UolcA'mg pev\ 


I sat and thought about 
what I had discovered. There 
was a submerged cylindrical 
cage Inside of the holding pen 
that looked as if it held the 
Age's second pedestal. If I 
could get a good look at the 
pedestal, I could link to it with 
the power of the Slate, for aU 
the good It would do me. 
Perhaps from the second 
pedestal, I could reach the 
. other stream? I decided to 
take a closer look at the 
WlndmlU and see if it could be 
of any help. 


/\v\ofUev sfve<Ai*\ le<AAlv\g oi\f 

■Pvoi*\ fUe UolAlv\g pev\ 
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From the hack of the windmill, I could access its control panel, which had 
three levers and two buttons on it. None of them seemed to do anything, hut 
the windmill wasn't moving ^ ^ 

produced the following results: 'I ^ 1 

TUe iwlv\iAi*\ill cov\Wol p<7\v\el 

* Left Lever: Engaged power to the windmill. , 

Nothing else would work untU the wind 

was blowing and I pulled this lever. 

- v' 7 ‘ '’r ■' 

cylindrical cage in the holding pen to one 1 --v ■ 

of three positions (submerged, water level, f 

above water level). 

* Right Lever: Rotated the cylindrical cage ji 

90 degrees. i. 

* Left Button: Opened the cage gate to the ?==,—•=.-— _ 

second stream leading between the i': 

boulders. -k 


Right Button: No effect. Presumably 
opened the broken cage gate I'd entered 
the holding pen through. 
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TUe secov\^A pe^Aesf<?\l's syi^bol 


I used the windmill control panel to raise the cylindrical cage to water 
level, rotate It to face the second stream leading between the boulders, and 
open the cage gate to the second stream. Here's how: 


IL Used the wind symbol to cause the Bahro to whip up a gale-force wind. 

U Pulled the left lever to send power to the wlndmlU control panel. 

U Pulled the middle lever once to raise the cylindrical cage to water level. 

U Stepped out of the windmill control panel and re-entered the holding 
pen to view the sjmibol on the second pedestal. Recorded the pedestal 
symbol In my journal. 

U Started the wind blowing again; it had died down while I was copying 
the pedestal symbol. 

U Pulled the left lever again to restore power to the wlndmlU control 
panel. 

71 Pulled the right lever twice to rotate the cylindrical cage so that Its 
opening faced the second stream. 

U Pushed the left button to open the cage gate to the second stream. 




MYST 
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with the cylindrical cage in 
the proper position and the 
holding pen's second gate 
open, I drew the second 
pedestal's symhol on the Slate 
and left It on the ground for 
the Baliro to pick up. After It 
placed the Slate on the second 
pedestal, I returned to the first 
pedestal and used it to link to 
the second pedestal. I then 
stepped off of the pedestal, 
taking the Slate with rae, and 
waded down the second stream, 
wholly unprepared for what I 
was about to discover. 


1 lAseA fUe -Plvsf peAesf<?\l's link fo fke 
secov\A peAesf<?\l fo <7\ppe<?\v lv\slAe o-P fke 
kolAlv\g pen's cyUv\Avic<nl c<nge. 


The Arena 


Prom what Esher told me when I first linked into the Age, I had naively 
assumed that Lakl'ahn was an island paradise, a wildlife reserve constructed 
and maintained by the D'nl to celebrate a glorious military victory. As I 
reached the end of the second stream, I realized that I couldn't have been 
further from the truth. i 1 


At the end of the stream 


was a vast arena, lined with 
stadium seating, similar to 
an ancient coliseum. A gate 
to my right led to the 
boneyard I'd seen earlier, 
which I now realized was 
nothing more than a holding 
pen for the giant aquatic 
creatures before they were 
led Into the arena and forced 
to fight to the death. 


TUIs vw<?\sv\'f <A Z.00', If vw<?\s <?\v\ <7\vev\<7\! 
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/ The Laki 

! 

• The "Arena" and surrounding waterways were holding pens for the 
I magnificent sea creatures of laki' ahn, called Laki. The Laki were the main 
source of food for the Kresh — the native inhabitants of this Age. The 
w coliseum surrounding the arena sat hundreds ofD'ni visitors who watched 
\ as the Kresh fought for their food. 

j Looking far out to sea, one may glimpse magnificent, white-colored, 

^ giant fish. Are these the Laki? Are there more? Or have they become 
/ endangered? They do not come close to the shore for good reason. They 
( know the village here as a place from which, for them, there is no return. 


The Counterweight Mechanism 

Numbly, I ascended a ramp at the end of the arena and saw the third 
pedestal of the Age sitting atop a wooden platform. I was Just barely able to 
make out its symbol, which I etched on the Slate and left for the Bahro to 
pick up. Vfhen the Bahro linked up to the third pedestal to drop off the Slate, 
the platform sank. When the Bahro linked away, the platform rose again, but 
it did not reach the height it originally started at, presumably due to the 
additional weight of the Slate that was left on it. It didn't take long for me to 

realize that the platform's ^ ^ — - — ^ — 

height was determined by a J , / 

counterweight mechanism. I j » II 

pedestal so that I could cross a ' j 

same weight as my own, as K Y ' . ' im.l 

wen as that of the Slate. ^ - 'pi.! .-I ■ 


1 v\eeAeA fo o-oss fUe -PoofbvlAge fUe fop o-P 
fUe pl<?\ffovi*\ fo ve<?\cU fUe v-esf o-P fUe <?\vev\<7\. 
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I used two mechanisms near the podium to solve the problem. The first 
was a scale, which displayed four symbols composed of concentric circles. I 
figured out that these were measurements of weight. Each circle in the 
weight symbol represented one unit of weight. For instance, the single circle 
was worth one unit of weight, and the four concentric circles were worth 
four units. 


tove M .61 [6.6 66ULiterw6L66. 

TUe sc<?\le to seven units of weight, plus 

the weight of the pedestal on 
It, In order to balance it. 

Behind the platform were four buttons, each labeled with a weight unit 
symbol. Set above each button was a pair of golden caps. Pressing a 
button once opened one of the two caps above it, revealing a red marker. 
Pressing It twice opened both caps. Pressing it a third 
time closed both caps. I immediately realized that 
these were used to determine the amount of weight / T*-' 

for the counterweight mechanism. A large gold / 

button directly behind the platform was used to / ' 

activate any changes made to the counterweight. I V 
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E N n Of AGES 


Foiav biAffov\s lAsecA fo sef fUe coiAV\fevvwelgUf 


"Tke fUlvcA pecAesf<7\l syi*\bol 


I added seven units of 
weight to the counterweight 
(for my own weight and the 
weight of the Slate). I 
estimated that the third 
pedestal prohahly weighed 
slightly more than me, so I 
added an additional nine 
units to halance it for a total 
of 1 6 units of weight. 


I closed ah of the caps 
above the four buttons and 
pressed the activation button 
to remove all weight from the 
counterweight. The platform 
sunk to ground level, and I 
now had an excellent view of 
the third pedestal and its 
symbol. 






To \C iAV\Ifs o-P weigUf fo fUe coiAnfev-weigUf, 1 opene^A 
bofU ca\ps i^bove fUe -PoiAv-iAvvif biAffovv, bofU ca\ps «nbove fUe 
fUvee-iAV\If biAH"Ov\, ov\e c«np a\hcve fUe fwo-iAV\If biAH-ov\ 
v\€ifUev c«np i^bove fUe ov\e-iAV\If biAffov\. If w^nsvi'f fUe ov\ly 
possible coi*Abiv\«nfiov\' «>vv\y coi*\biv\«nfiov\ fU«nf up fo 1 6 

iAV\ifs woul^A Wawe pvo^Auce^A fUe sayv^e e-P-Pecf. 





With the counterweight set, I pressed the activation button, and the 
platform rose hack up above the footbridge to the arena's second level. I 
returned to the second pedestal to link back to the first pedestal, and then I 
linked to the third pedestal from the first while carrying the Slate. Vfhen I 
linked in, the platform sunk just far enough to be even with the arena's 
second level. 




sef ffe coiAV\feviweigff fo 
1 6 iweigUf iAV\if s. 


successfully ffe <?\vev\<7\'s 

secov\iA level. 
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Entering the Trade House 


MYST 


END <T AGES 


I Stepped onto the arena's second floor, and the platform rose behind me. 
Prom the end of the footbridge, I turned left and walked toward a red door. 
Esher appeared and recounted the glory days of the Lahi'ahn arena, when 
the D'nl would watch the water beasts ("Lahl") fight to the death and recover 
gems from their corpses (see i 


sidebar). So enraptured was 
he with his recollections that 
he completely failed to notice 
the look of disgust on my 
face. I had no issue with 
eating meat, and I wasn't 
even particularly opposed to 
hunting, but forcing animals 
to fight each other for sport 
crossed a line for me. If this 
was the D'nl Esher wanted, I 
had no intention of helping 
him revive It. 


EsUev vecoi\v\feiA fUe glovy 

o-P f Ue <Avev\<?\. 


( Esher's Speech 

Here, we watched. The harvest of the gems, freed from the conquered Laki 
V and painted with their bloods. What triumph! What grand sport! What 
I displays of strength! 

J Yeesha finds such strength brutal, even as she seeks it herself 

( Ah... to have such fellowship with my people again .... 
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Once Esher linked away, 1 approached the red door behind him and 
found It locked. Five buttons In the shape of geometric symbols spanned the 
length of the lock. Referring back to the photographs 1 had taken, 1 recalled 
the scrap of paper I'd seen through the trade house window at the beginning 
of my journey through 
Laki'ahn. 1 now recognized It 
as the (upside-down) combi- 
nation for this Jeweler’s door. 1 
touched the symbols in the 
following order: circle, square, 
triangle, hexagon, and 
diamond. The bolt slid back 
and the door opened. 

1 entered the trade house 
and walked straight toward 
the main entrance. With a 
turn of the door handles, the 
main entrance unlocked. 


Doov coi*\biv\<?\Hov\: clvcle, 


A Booming Trade 

The Trade house and Jeweler were set up together to capitalize on the 
jewels which were gathered from the Laki, the huge creatures from the 
seas in Laki'ahn. The D'ni would watch as the Kresh did battle in the 
arena with the creatures and harvest jewels from inside the slain 
creatures. The fighter then took the jewels and put them on the scale (the 
raising pillar). There was great fanfare as the fighter put in the weight of 
the jewels. When the weight was correct, the pillar would rise up to the 
jewelers. The jewelers would take the jewels and auction them off to the 
highest bidder. 

The fighter got to keep the meat of the Laki. 

Laki fighting was great sport to the D'ni. The spectators could spend 
the day watching the battles and bidding on the prizes claimed from the 
fallen Laki. 
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Elevator to the Second Floor 


I entered one of the gates I'd 
Just opened (both led to the 
same place) and followed it 
down a long tunnel that 
ended at a heavy red lever 
and a red pressure plate. 

Near the lever and 
pressure plate was another 
elevator platform. While 
standing on the platform, I 
could make out a floor above 
me, which I could reach only 
by activating the platform. 


/PI g 




A biAffov\ ov\ e<?\cU b<?\lcov\y opehe<A 
3<?\fes beloiw fUe b<?\lcov\ies. 


isrsr 
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The small trade house 
held few objects of immediate 
Importance, save for a scrap 
of paper on one of the tables. 
There were no words written 
on the paper, only four 
splotches of color— red, red, 
green, and blue. 


Foiav splofcUes o-P colov: 
vecA, re A, gveev\, c^v\A blue 

Fighter Maze 

With nothing else to see or do in the trade house, I returned to the arena 
and walked out onto two second-floor balconies that overlooked the water 
below. Each balcony had a red button at the end of it that opened a gate 
below the balcony. I pressed both buttons and then dropped back into the 
water through a crack in the wall of the lower tier of seating. 




The elevator was another counterweight mechanism. The heavy red lever 
was the counterweight. By raising it to its highest position, 1 "primed" the 
elevator. Stepping on the pressure plate sent the elevator up to the second 
floor and lowered the heavy lever. When 1 stepped off of the pressure plate, 
the elevator returned to my floor. 


To reach the second floor, 

1 would have to have someone 
trigger the pressure plate 
while I stood on the elevator. 
And thanks to the little island 
door puzzle Td solved in 
Nolohen, 1 knew exactly how 
to do it: 


1 remember Yeesha 
mentioning something in her 
journals about taking the time 
to sing, so 1 drew the "sing" 
symbol on the Slate and 
placed It on the pressure 
plate. 1 then raised the heavy 
red lever to its highest position. 
Finally, 1 ran onto the elevator 
and waited for the Bahro to 
appear and pick up the Slate. 
When It did, its weight triggered 
the pressure plate and sent the 
elevator up to the second floor. 


Levev- pvessiAve 


Nofe 


Ue^nvy levsv pvessiAve | 
sysfei»A oh fUe secovy^k -Ploov | 
woiaI^A veBiAvvi Bo BUe -PlvsB -Ploov- [ 
IP v\ec€sswy. I 

■ iLiv. 


Through the Maze 


From the elevator on the second floor, 1 could go down one of four hallways. 
Each had a colored lighted switch at the end of it. 1 remembered the paper 
with the color splotches that I had found in the trade house. 1 realized it was 
the key to getting through this maze. 
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Two of the hallway's 
colored switches were red. I 
chose one of them and 
pressed It. The haUway forked 
after the red switch. I turned 
right and approached a 
second red switch, pressing it. 
After the second red switch, I 
made another right turn and 
pressed a green switch, and 
then I turned left and pressed 
a blue switch that opened a 
door to the outside of the 
arena and the fourth pedestal. 


if fUvoiAgU fUe by pvessiv\g reA 
svwifcU, <?vv\ofUev reA svwifcU, <?\. gveev\ svwifcU, 
en. blue svwifcU, iv\ o'rAe.'f. 


Nofe 


fwo pi»vflAWinys -PvouA fUe secov\A -Ploov- 
elev^nfov- s\-avf\re.A wifU re.A swifcUes, only one 
p^nfUwiny -Pov pvess'mg fwo 're.A swifcUes, 

■Pollowe^A by gveevv ay'^A ay blue swifcU. 
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The door to the maze 
swung shut behind me as I 
exited the arena. I would not 
need to return to the maze, 
hut I could have done so by 
pressing a button to the right 
of the door. Instead, I copied 
the fourth pedestal's symbol 
Into my journal and linked 
back to the first pedestal, 
where I picked up the Slate 
and drew the fourth 


mlAe PoiAvfU feAes\-ay] syuvbol 






^foT^ted b^copyrl^ oRjhlaWful copying pftownloaSm 


pedestal's symbol on it. 1 put the Slate down and hacked away. After the 
Bahro appeared and retrieved the Slate, 1 used the new link that appeared 
on the first pedestal to return to the fourth pedestal. 


1 walked away from the fourth 
pedestal toward a wrecked 
boat on the beach. Esher 
linked in again and praised 
my progress, telling me that 
the tunnels 1 came through 
were originally used by the 
Kresh, the warriors that the 
D'nl used to subdue the Lakl. 
So the D'nl could not even 
dirty their own hands for the 
sake of their blood sport? 
Esher lamented the fact that 
the Kresh had probably 
returned to their "barbaric" 
ways after the fak of D'nl. I 
found his words bitterly ironic. 


EsUev folA i*\e o-P fUe RvesU, iwUo 
c<?\pfiAveA f Ue Lfjvki -Pov f P\e DVi. 


Esher's Speech 

Once again you impress me with your ability The way has not been easy 
You have come here via the way of the Kresh... the warriors, the natives 
who traveled here to subdue the beasts for us. What has become of them? 
Back to their barbaric ways. What a waste. 

Yet more destruction at the hands of the outsiders who have never 
understood what D'ni is. And now they can rebuild it? 




PRIMA OFflClAC GAMfGUfPr 


E N n Of AGES 


I climbed through the tunnel leading up from the hack gate, which 1 
found behind the hut to the right, and came to the top floor of the fighter 
hut. Looking out through a window, I saw a small Island in the distance and 
a tattered flag hanging off of the window. There was a symbol of some sort 
on the flag, but it hung listlessly in the still air, and 1 couldn't see it. 
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Continuing down the 
beach, 1 reached a crude hut 
that was presumably once 
occupied by the Kresh 
fighters. Another counter- 
weight mechanism, composed 
of seven boulders of varying 
sizes, sat to the right of it. The 
boulders were connected to 
two gates as part of a counter- 
weight mechanism. 

When too many boulders 
were lowered, the top gate 
remained open, but the 
bottom gate closed. Likewise, 
when too many boulders were 
raised (by pulling the cords in 
front of each), the top gate 
closed and the bottom gate 
opened. The trick was to strike 
a balance so that both gates 
would remain open and 1 
could enter the fighter hut. 1 
was becoming an old hand at 
such things and quickly 
figured out that raising one 
large, one medium-sized, and 
two small boulders on the 
counterweight mechanism 
raised both gates. 


TUe kvesU -PlglAfev ImaV 


1 v<7\lseA ov\e l<Avge, ov\e i*\eAiiAi*\-slz.eA, 
fvwo boulAevs fo opev\ fUe b<Ack 

cAoov o-P fUe -PlgUfev IaiaL. 
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Something about the flag 
had piqued my interest. I 
drew the wind symbol on the 
Slate and left it on the 
ground. When the Bahro 
appeared and whipped up the 
wind, I looked out of the 
window again. I could now 
clearly see the flag's symbol, 
which looked simple enough 
to draw on the Slate. 


f\ iv\ fUe cAlsf<7\v\ce 


On a whim, I did Just that. After I backed away, a Bahro linked in to 
retrieve the Slate. I returned to the fourth pedestal and linked back to the 
first pedestal from it. A new linking symbol had appeared on the first 
pedestal— and it was the same one I had just drawn on the Slate! I touched 
the new symbol to link to wherever it would take me. 
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N n <T AG ES_ 


The Keep 


I arrived on a small island that held the Keep in Lakl'ahn. Esher was there 
waiting for me and made one last desperate plea (see sldehar). He told me 
that I was about to unlock the Tablet, that I would return to K'veer upon 
touching the final Slate. He 
cautioned me that, once I held 
the Tablet, Yeesha would 
appear and beckon to me for 
the Tablet, and that under no 
circumstances should I give It 
to her. 

Instead, according to 
Esher, I should use the Myst 
Linking Book that he had 
unlocked to bring the Tablet 
to Myst, where Yeesha would 
not foUow. There, according to 

him. It would be safe from EsUev folcA i*\e fo f<Ake fke T<Ablef fo 

Yeesha' s lust for power. Mysf, v\of give If fo Veesk<A. 
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Esher's Speech 

The Distant Isle. Very few have been here. You have. . .you have done well. 
Treasures were kept here and. . .still are. The Tablet on the Keep is perhaps 
the greatest treasure ever held by man or beast. And you will hold it soon. 

Power is in your hands, friend, whether you like it or not. 

I will not have the chance to speak to you again — you will link upon 
touching the final Slate. The Tablet will be yours, as will the choice. I will 
be blunt, for it is my last opportunity . . .D'n/'s last opportunity. 

Her mind has changed. Now she believes she must have the Tablet. She 
believes she is the Grower. When you see her, she will beckon for it. Do not 
give it to her. 

But. ..The book. ..in K'veer? I have unlocked it. Bring the Tablet there — 
to Myst Island. Yeesha will not follow. She does not want to be their 
master. 


Bring the Tablet to the island. There is no other choice. I will meet you 
there. Please do not fail. It is what must be done. 




Esher linked away, leaving me alone on the Distant Isle with the Keep. 1 
turned his words over in my head as 1 watched Lakl swim free through the 
clear blue water of the Age. And as 1 watched them, 1 suddenly knew what 1 
had to do. Placing my hand on the final Slate, 1 unlocked the Tablet and 
linked back to K'veer to complete my Quest. 
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The End of the Journey 


The Tablet 


After touching the fourth and 
final Slate on the Keep, I 
Immediately linked hack to 
the Keep in K'veer, where all 
four stone locks were 
released from the Tablet. The 
Tablet sat in the middle of 
the Keep, Just waiting for me 
to pick it up. The only 
question that remained was: 
what to do with it now? 

The one thing I knew I 

would not do— could not do— 

was give the Tablet to Yeesha. vele<?\seA, buf fUe 

Both Yeesha herself and Esher pvoblei*\ o-P fo Ao iwlfU If vei*\<7\lv\eA. 

were quite explicit on this 

point. And truth be told, I wasn't sure that I could trust Yeesha with it. The 
stories that I had read about her always implied an edge of instability, but 
the Yeesha I had encountered was desperate, possibly already driven to 
madness by carrying the burden of D'ni for hundreds of years. And since 

it seemed to be the one thing that Yeesha 
and Esher agreed upon, I wasn't about 


MYST 


END Of AGE. S 





TKe Eild -of the ; JpuiVnej:^!/ 


That left Esher's plan to link to Myst and leave the Tablet there. 
According to Esher, Yeesha considered Myst te he a cursed island and 
would not Journey there to take the Tablet. 1 could not deny that 1 yearned 
to see the Age that figured so prominently Into the story of the D'nl, but 1 
could not escape the feeling that there was something that Esher was net 
telling me. Had 1 not seen the way he reveled in his memories of the Lakl 
arena in Lakl'ahn, 1 might have been more inclined to follow his counsel. 
But 1 no longer felt as If Esher and 1 shared the same perspective on what 
constituted the glory of the D'nl. 

1 approached the Tablet. Yeesha and Esher had both told me that it held 
the power of the Bahro, of the Least. It was through this Tablet that the 
D'nl had been able to use the Bahro's innate talent for linking and for 
reshaping the fundamental physical laws of Ages. How could one person 
ever be entrusted with such power? As it turned out, the question was its 
own answer. 


Hofe 


a 


editor'^ HoT£ ; "TUe b€sf e-P-Povfs o-P PVi 
scUoli^vs f<3 cov^plefely fUe 

pv'mciples iAV\^AevlyIv\g fUe o-P WvIHv\g. CoiAple^A 
wIfU fUe i*Aysf€v'u5iAS powev fUe fUe DVi 

well veSlAlf Iv\ a\.'^ iv\^iv\Ife v\iAi»Ab€v Op^ 
pofe^Hi^l wv«>vv\IpiAli»vH<5v\s oP^ fUe 
cov\Hv\ iAiAi«A, possibly «nllowiv\g a\. pevsov\ fo a\ccess 
^AiP^P^evev\f ^Aiwvev\siov\s or "iv\sf«nv\ces" oP^ k 

in^A^AiHovi Po PUis ^niApl^or's a\.ccow\\r oP PUe ev\«A oP 
Uis joiArv\ey, we Wawie ^Aiscovere^A PUe ^^ccoiahPs 
oP oPUer Pri^velers wIao v^a\.Ae. ^AiPPerev\P 
^Aecisiov\s reg^nr^Aing PUe P^nPe oP PUe T<?vbl€p. We 
repriv\P PUev*A «ns si^Aeb^nrs Uere, iv\ PUe spirip oP 
«nC«^lAiriv \2 i«AOre COWVplePe lAV\^AerSp«nv\^Aiv\g oP 
PUe sigv\iPic«>vv\ce oP PUe TtnbleP PUe 
wvoPiv«nPiov\s oP VeesUin «nv\^A EsUer. 
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Giving the Tablet to Yeesha 

I have Jailed in my Quest, 

approached Yeesha with 

the Tablet. In her weakness, she reached out for it. 

Upon leaving my hands, the Tablet slipped, suddenly intangible, 
through Yeesha's. Silently, she turned away in despair. Silently, she 
linked away from K'veer. I would not see her again. 


The Tablet returned to 
the Keep, its four stone 
locks binding it once 
again. I tried to touch it 
and felt nothing as my 
hand slid through its 
insubstantial form. 

In a blind panic, I 
returned to the K'veer 
prison where I started my 
doomed Quest. True to 
his word, Esher had 
unlocked the Myst 
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/ Linking Book. I opened it and linked to Myst, an Age as ruined as my dreams 
i for a new D'ni. Esher, furious, met me at the steps of the library in the center 

] of it. Elis words still ring in my ears, the last words I shall ever hear: 

i /ailfd— >oo iiaw 

y plished nothing. 

! "And there is no way from here. No one will come for you. Myst Island 
1 is your end forever." 

' And with that, he vanished. 


I / do not know how long 
ago that was. There is no 
^' ^ay of reckoning time in 
( Myst. There is no sun visible 
I in its dismal sky. There are 
I only clouds and an 
1 unceasing rain. 

( All of its wondrous 
I mechanisms, once capable 
of transporting a traveler to 
wondrous Ages, have long 
since fallen into decay. 
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Bringing the Tabiet to Myst 


Curse me for a fool for ever 
thinking that I could trust 
that wretch! 

After I took the Tablet 
from the Keep, Yeesha 
appeared and reached out 
for it. Without a word, I 
hastened past her with my 
prize. I would not let a 
charlatan such as her lay 
claim to the most powerful 
artifact in the history of 
the D'ni, not after what 
Esher had told me about 
her. I hastened to the 
prison in K'veer and used 
the unlocked Myst Book to 
link to Myst, foolishly 
disregarding the first rule 
of linking: Never link to an 
Age without bringing with 
you a means of returning. 


There are no Linking Books. There is no escape. There is only water as far as 
the eye can see. 

The island's vegetation seems to be edible. The rainwater seems to be 
potable. I could subsist in this manner for a long, long time. 

But I will never leave. 
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A pedestal sat inside the library on the center of the island. Its shape 
implied that it was designed to hold the Tablet, and so— foolishly — / set 
the Tablet onto the pedestal. 

Esher linked into the library. "So, you listened to my wise counsel and 
have brought the Tablet," he said, smiling broadly. "Well done." I confess 
that, for a moment, I was happy to see him. I thought that I had saved 
every Age in existence from the threat of a madwoman. Instead, I had 
condemned them to the tyranny of a madman. 


"There was no way for 

your feeble mind to 
comprehend the power of 
this Bahro Tablet. It was 
meant for a worthier master. 

You couldn't fully grasp that 
the master of the Tablet was 
the master of the Bahro, 
master of their full power. 

"It was really only yours 
briefly, and only then to give 

to a true master. Did you 

think you would gain a piece of its power? Is that why you brought it? Or 
perhaps my words... perhaps I don't give myself enough credit. Regardless, 


now it is mine." 


Esher's laughter echoed off of the crumbling walls of the dilapidated 
library. "Yes my powerful servants — your new master is here. Let's see what 
remarkable feats you can perform for me — the new master of the Art! 

"Oh yes, thank you — idiot. You performed well enough. So, I give you 
this wonderful island. Consider it a Myst opportunity. Ironic isn't it? This 
island that was always the place of escape, has now become your prison. 

"Now, let's see where this power will take me. Unlimited Ages and an 
_ army of Bahro to do my bidding. 
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"What fun I will have." 

Esher vanished, taking 
the Tablet with him, and 
leaving me alone on this 
cursed island, with no hope 
of escape. I write these 
words knowing that they 
will never be read by 
human eyes. 

My body will never be 
found. My story will never 
be told. 


Keep Out! 

Yeesha has locked the Myst Linking Book in K'veer. She keeps the Myst Book 
here for sentimental reasons, but she doesn't intend for anyone to use it. 
When Esher asks to have the Tablet brought to him, he unlocks the Book. 

Myst Island is not how we remember it. Time and weather have taken 
their toll on the buildings and the landscape. Deserted and forgotten, the 
metals have rusted and the wood has rotted. As for the island foliage, it has 
certainly seen better times. 

One forestry expert says, "Myst Island looks like an unkempt graveyard. 
The trees have sparse foliage and bare limbs, indicating that these trees are 
on the verge of perishing. It's likely that a lack of nutrition has caused 
this. . .Myst Island itself has aged to the point that it can not support life 
and the only thing able to survive is the scrub grass. Life as Myst Island once 
knew it will not be able to survive here much longer." 
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I could not give the Tablet 
to Yeeslia. I dared not take the 
Tablet to Myst. I had no desire 
to retain it. If it was a Bahro 
artifact... then I would return It 
to the Bahro. 

I placed the Tablet on the 
ground and backed away from 
It. Suddenly, something dark 
and leathery covered my face. 

When It was removed, the 
Tablet was gone as weU. 

Yeesha fell to her knees, an 
indescribable expression of 
relief etched into the deep lines of her face. 

"I am... set free," she said at last. "Their slavery of ten thousand years is 
over, and the burden of my famlLy is lifted from my weary heart. Praise the 
Maker... he brought you for this impossible task. 

"You have done well, and many wlU rejoice. 

"You have chosen the Least... the Least as Greatest. You have freed us 
aU: yourself of pride, me of the burden, and the good Bahro of their 
enslavement. You are worthy of the new D'nl." 


YeesU<?\'s velle-P iAescvlpHon, 
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I The Wings of a Bahro 

I When the Bahro link us into Releeshahn, it seems like something is 
/ passing across our field of vision. A hand? An arm? When we get to 
) Releeshahn and see that the Bahro are now truly set free, one spreads his 

j wings for us. Such a beautiful creature. But now we realize it is his wings 

\ that wrap around us to link us to Releeshahn! What other powers do these 
i magnificent creatures possess? Each new thing we learn makes us yearn to 
\ know more. 

f The Bahro are by far the most powerful beings we have encountered 
I through the Ages. What power the Tablet had on them is now broken and 
i they are free to "spread their wings" and exercise this powerfully. They are 
} free to assume their former lives! 

! Hopefully after taking the journey and earning their trust by setting 
^ them free at last, we will have the remarkable chance to spend time with 
( them and learn more about these amazing beings. 


Again, I felt something dark and leathery cover my face, followed by the 
sensation of linking. I arrived In a new Age, facing Yeesha and an elderly 
man. It didn't take me more than a couple of seconds to recognize him as 
the legendary Atrus. 

"Oh, my father," she said, 
embracing him. "It's over. I 
didn't know If... I faltered...!... I 
was not always strong... I'm so 
sorry. But what was asked I 
have done. And now the tree 
grows again. Just to be your 
daughter again . . . hold me . . . . " 

Atrus held his daughter, 
his arms trembling with age 
and emotion. "My desert bird," 
he said, and then corrected 
himself "No... my precious 
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one... I am so sorry... for this burden. This crushing weight...! cannot hear to 
thlnh of it. But you carried It. I wish your mother could he.... 

"You have truly become the Grower. You bring D’nl bach to life. Another 
circle closes, another new tree grows again." 


Our Old Friend Atrus 

Atrus is alive and living in Releeshahn! How wondeiful it is to see him 
again. Knowing that Releeshahn is thriving with the survivors of the fall of 
D'ni — and that we are free to remain here — is a fitting ending to our 
. journeys indeed. 

) One regret is that Catherine did not live to see this day. She would have 
I been so proud of us. ..of our choice. And how lovely it would have been to 
see her again! But seeing Yeesha and Atrus reunited, and getting to finally 
/ spend time with them here, in their new and final home, is the best reward 
a tired and weary Myst adventurer could have been given. 


Atrus turned to me. His eyes shone brightly, brimming with tears, but 
behind them I saw a barely perceptible dullness. He looked at me and saw 
his anonymous friend of hundreds of years ago, the friend who had freed 
him from K'veer, who had assisted him in defeating Gehn and Saavedro, who 
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E N n Of AGES 


Grower— filled with the wisdom of the Maher. Truly our long burden has 
been lifted. Now, my days can end. Here, in peace." 

As If on cue, Esher suddenly appeared in Releeshahn, ranting and raving 
In the custody of two Bahro. "Oh, yes," said Yeesha with evident disgust. 
"There Is this to deal with... ." 

"Let me go you— you evil demon!" Esher screamed at the Bahro. You 
cannot hold me... I am Esher! I am the Grower! VThere Is this...?" 


Esher looked up and saw 
me. His face twisted into a 
white-hot rage. "You Idiot! 
Moronic lump of filth! You are 
nothing! I needed the power! 

I needed it! D'nl needed me! 
You threw It away to this 
witch and her legion of scum! 
The demon slaves! You have 
released the slaves as 
masters ! You've turned the 
smaU to great! Curse the 
Maker for bringing a fool! " 


"Silence! " commanded EsUev Aue -Pov Ws jiAsf Aessevfs 

Yeesha, and Esher feU silent. P\<av\As o-P fUe B<aIavo. 

Yeesha turned to the Bahro. 

"You are no longer subject to the Great. You have become Great yourselves. 
Do with him as you should, to the Least, for I am no longer worthy to give 
counsel to you." One of the Bahro laid a hand on Esher's shoulder and linked 
away. I did not want to think about the fate that lay in store for him. 
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I Esher's Fate 

I Although they have proven themselves a helpful and kind race, the Bahro 
\ have been sorely mistreated at the hands of D'ni people, such as Esher, 

I and have been misused and misunderstood by Esher himself Now we are 
J left wondering — what will Esher's fate be at the hands of the Bahro? Will 
i they be merciful? Esher certainly was not. Will he be tortured? It would 
l» certainly be fair. 

1 Erom what we have learned throughout this journey, the Bahro have the 
^ resources to treat Esher in ways that would repay the torture they have 
j received at his hand. But something tells us that the Bahro, unlike Esher, 

^ are patient and gentle. 

/ Whatever Esher's fate is we can only imagine. But when we imagine 
I Esher being judged by the Bahro, it is not vengeance that comes primarily 
( to mind, but forgiveness. 


Yeesha turned back to me, 
her expression softening as 
she struggled for words. "I 
am not given easUy to those 
not close to me... hut you have 
chosen well, my friend... and 
have allayed my fears. 

"Many have been freed. 
Least will be Greatest again 
as It was before we began. 

The old Is gone and the new 
begun to grow. This is the 
new D'nl— restored and free, 
over none, under only the 
Maker. This restoration of 
D'nl Is not a restoration of the 
outside, of structures and 
stone, but of the inside— of 
hearts and truth. 


YeesU<?\'s gv<7\flfiAiAe e-LPiAsive 
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"For kingdoms are only as strong as the hearts of their people. Your 
heart is right. Welcome to this kingdom. Welcome to this new D'ni." 


/ Releeshahn — The Whole 

( The area the Bahro take you to in Releeshahn is the original link-in spot 

f where the survivors first arrived from D'ni. The D'ni made a memorial 

j structure here. It overlooks the valley where the D'ni then settled. The 

\ landscape surrounding the memorial looks eerily familiar. . . have we seen it 

I before? How often have we dreamed of this moment? 

c 

Releeshahn means "the whole." This is a phrase that Atrus' grand- 
mother continually used to try to get him to see the "big picture." He has 
put all of his knowledge and experience into writing this Age with that 
"big picture" in mind. We remember Atrus describing his effort to come 
up with the perfect name for his greatest work. He told us on Tomahna 
that he had realized the perfect name. 

We are instantly and stunningly aware of Releeshahn' s beauty. The 
majestic mountains and lush landscape surround us, and as we drink in 
the idyllic spot, we see that Atrus is happy here. His lifelong ambition to 
restore the D'ni culture and to gather up the scattered survivors must be 
going well. 

As we follow Atrus and his daughter off the balcony we have a warm 
and welcome feeling of coming home at last. 


I 

f 

i 




1 


1 
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V. 


Yeesha helped her father walk through the nearby courtyard gate. The 
remaining Bahro spread its leathery wings and began to flap them, rising 
into the air. Its clawed feet gripped my shoulders more delicately than I 
would have thought possible, and we rose into the air. 
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Now I could see 
Releeshalin, the new D'nl, In 
aU of Its verdant glory. I could 
see that it was a land of 
tranquil heauty. It was a land 
where burdens could he laid 
down and the promise of D'nl 
could finally he fulflLled. It was 
an end to struggle and to 
strife... and as I watched Atrus 
and Yeesha recede into the 
distance, I realized that it 
could well he the end of their 
long and painful story. 

But If this was to he an 
ending, I was grateful that at least it was a happy one, 


ReleesU<?\Uv\, fUe v\eiw DVi 
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Yeesha's Journals 


The following 12 Journals were found hy the author during his descent 
through the Great Shaft of D'nl. They provide an Invaluable insight Into the 
mind of Yeesha, as wed as an alternate view of the history of the D'nl and her 
family's role In carrying the burden of their people. 


Journal Prologue 

These pages are my journey, my story, 
my path. They are not meant to cover up, 
but to reveal. Sometimes in poem, 
sometimes in story, sometimes clear, 
sometimes vague, sometimes long, 
sometimes brief. But the release of these 
words is a soothing elixir to my 
burdened soul. The words must flow 
from me, or I will die. 

And in the end, these words are 
crumbs that spill along my path. And 
whoever eats these crumbs will know 
more of me. 


Journal I 

/ am finding where I am, by under- 
standing where I was. 

And everything I was is linked to 
the island ofMyst — the refuge. 

And I must know where they were 
as well. My heritage, my people, my 
family. 

My father, the prisoner of the 
hidden and the revealed. Raised by Ti'ana 



(XAscove.'re.A. v\e>cf fo l<7\v\fevv\ v\e<Av fUe 
siAv-P<7\ce ev\fv<7\v\ce fo The Descenf.) 


1 

} ... 

;! Y'YY./\ 1- 

' A 

b 

1 ■ 

1 



(D'lScovevecA v\e>cf fo l<7\v\fevv\ v\e<Av fUe 
siAv-P<7\ce ev\fv<7\v\ce fo TUe Descenf.) 


iRrele^ted by c^p^ight! Ikauthofized or unlawful copying or ( 



Yeeshia's JolimalS 


who hid the truth. Then raised by Gehn, who revealed the truth. But Ti'ana hid for love, and 
Gehn revealed for power. 

Mother too, nothing more than a slave to what she knew and what she felt. Taught 
by Gehn to write what she knew. Then taught by Ti'ana to write what she felt. But Gehn's 
teachings imprisoned her, and Ti'ana's teachings freed her. 

And in the end, through the hidden and revealed, through the known and the felt, 
through the good and the evil, through the gods and the devils — they came together. 
Together they came: Father floating and Mother caring. Father knowing and Mother feeling. 

And my great-grandmother Ti'ana watched, and my grandfather Gehn fell. 

And so began our path of pain. 

Ti'ana was called the destroyer, but she brought them together — and lived with 
them on Myst island. 

Father could not keep Myst simple — new structures and new Ages he brought. 
Mother could not keep Myst solitary — two new sons she brought — my brothers — Sirrus 
and Achenar. And they grew up strong, and hungry, and lustful, like their grandfather 
Gehn — unable to control the power of Books — the power of writing Ages. 

And as a result all became prisoners. Prisoners in their refuge. 

I will never return to that place. 


Journal II 


Pride is a thief Pride stole the soul of 
the D'ni people. Pride stole my own 
brothers. The temptation was too great. 
It is not the power, but the desire for 
power that destroys. That desire is in my 
blood. The blood of my ancestors — the 
blood of my flesh. I fight it, but I am 
pulled, even now. 

My father tried to hide what he 
valued, his Books and Ages, while my 
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The stranger, the friend, returned again to help Father save Mother. Imagine — a 
stranger — traveling to Riven — risking all, asking for nothing. I think of humility, 
thinking more of others. 

Humility: prisoners are freed by nothing more, and nothing less. 


brothers tried to hide what they valued, riches and power. Father was trusting or naive 
and Ages and people were destroyed. 

And so my family was imprisoned. My brothers in Ages written by Father; 
Father in a D'ni prison he had escaped from in childhood; and Mother in the world 
she loved and feared the most — Riven — her home — her refuge. 

Perhaps it's why I now fear my home — my refuge. 

And then by the Maker, or by the roll, a stranger found the Book. The Book had 
been intended to be destroyed by fire, but by the Maker, or by the roll, it was taken far 
away. The Book was preserved until it was time. Surely it was the Maker who preserved 
the Book that would bring help. 

Now it was time. A stranger found the Book, came to the island and freed 
Father. A lesson was learned, a friendship was forged. 

Friendship. The Least are my friends. I must use the Least wisely. I must listen to 
them. And respect them. They are powerful, they are willing, and they are afraid. 


Journal III 




MYST 





Gehn, my grandfather, my heritage, ugh, that monster who thought himself a 
god, was once again imprisoned. Perhaps he still rules that desolate, empty, and dead 
place, riven by the pride and bitterness of his own heart. But more likely he is in 
another desolate, empty, dead place, where there is weeping. I hope he is miserable. I 
cannot forgive him for what he did. It eats at my heart. 

I hate him, because I have his same desires. 


Mother and Father came again together to the refuge — to Myst Island. But it was only 
a shell, a place to exist — a fallen place — torn apart by pride just as the great D'ni city was. 

Just as I am. Torn. 

What is a stranger? Someone who is not me? Yet sometimes I feel like a stranger 
to myself I become two. One who I know, and one who I do not. Where does this other 
one come from? Which one is me? 


Journal IV 
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/ am sick of the Grower. 

Oh yes, some believe in prophecies that predict the restoration ofD'ni — the 
fallen city ofD'ni would grow. There were attempts before, and there will be attempts 
again. But they always fail. 

Even those led by my father tried. They learned great things of the Made and 
the Maker. They learned of the Bahro, of the Least, and of deeper truths. They learned 
of Father and his wisdom in rebuilding and rewriting. 
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The D'ni city came alive again, for a time. The dead were properly buried and 
the living were properly cared for. D'ni took short, labored breaths. Sap flowed, 
though the tree did not grow, for there was no grower. 

Even Father did not see then as I do now. 

The Grower had not come. 

I had not come. 

I am the Grower. 

I failed. 

And I think of myself as worthy? I am nothing — the failed child, of failed 
parents, of failed grandparents. How many generations must fail before we give up? 
'\/Vhy do I try? 

I have failed with the Tablet already. There are no second chances here. 

And yet I long to hold it, and try once more. 


Journal V 


(D'lScovevecA v\e<?\v elev<?vfov lv\ fUe 

Tomahna — my home — the place where I was: the place where I began. I was a spark 
of joy to Mother and Father, after their fire was almost quenched. And yet what joy 
could we have had if my brothers had been there as well? 

Still torn. 

Father and Mother loved and shared with me, their desert bird. Father shared 
wisdom and knowledge, and Mother shared visions and dreams. 
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When did they come to know my destiny? Surely not from birth. As I look back, 
they knew so much; they saw so clearly They planted and watered, so that I would learn 
how to do the same. I would not realize it until long after I was to see them no longer. 

Am I the Grower because they taught me, or did they teach me because I am 
the Grower? 


But peace was not yet with us. From the past, an enemy came, seeking revenge. 
But there was help for a third time. Without help, where would we be? Would there be 
a Grower? Would there be a seed to grow? 

It's all been so fragile. 

But it must be by the Maker I am here — and there is meaning. 

Or it may be by the roll I am here — and there is no meaning. 


Journal VI 


rDlscox/eve^A v\e>cf fo gloiw'mg blue siwlfcU lv\ 
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/ was very young when I first felt strong. Indeed, I was young, but I thought I 
understood. I had many abilities, even then, but little wisdom. Better to have fewer 
abilities and much wisdom. 

I knew I was doing something great for us, but what I did was foolish for me. I 
thought I was reuniting our family, bringing back what joy we once had. I almost 
brought an end to life. 






Yet again, it was a friend who came to our aid. 

Now I think that most things cannot be returned to how they were. My 
brothers were not to be released. But the Maker turned my poor choice to some small 
good, and Achenar was redeemed. 

My tears flow as I write these memories. The suffering and pain I have 
caused — and endured. And yet I am thankful. I will be powerful like the Bahro. 

I long to be so strong. 

They will sing a song of thankfulness. They will sing a song, without regard to 
their circumstances. They will stand and take time to sing to the Maker with hearts of 
joy. If only I could have such a heart. 


Journal VII 
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Alone. 


There is a powerful conjunction between the in and the out, the beneath and the 
above. A wound, a mouth, a well, a pit. I wanted to make the journey for myself from 
where the D'ni dug upward, where they almost came to the surface. From the place 
where Ti'ana first climbed downward, and where Father followed evil into the ground. 

I began my journey with a heavy burden. It was Ti'ana who came to D'ni, and 
caused its fall. I am from her. I feel I am destined to bring another destruction. 

Father and Mother tried to prepare me — tried to tell me who they thought I 
was. I still see the power of each. I have the best of each — and the burden of each. 
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And as they watched me leave, I saw the sadness and the fear. But more terrifying, I 
saw their hope. 

And I left my comfort to find me. And even as I took my first step away from 
Tomahna, my shoulders ached, for the burden I bore. Deep prophecies and weighty 
destinies. 

So much to learn and understand about myself My father said we can never 
understand — we can only understand more. 

The more I understood the more I powerful I became, and the more dangerous I 
became, and the less I understood. 


Journal VIII 


Home was far behind — / was no longer 
a child. I journeyed deep — deep within 
myself deep within the earth, down to 
the D'ni cavern. I was alone for a time 
as I consumed my heritage, breathing 
deep the air of the cavern and the 
knowledge of my people. 

But the desire for companionship 

drove me mad. I engaged a senomar as — ^ — — — 

r.,, j , ,r. , . cDiscovevecA v\e>cf fo siwifck m 

my confidant, and a tredfish m the . i j . i . i i . j 

j j ’ J pif iAV\iAevv\e<?\rlA we elev<?vre<A 

harbor became my younger brother. I -Ploov.) 

spoke to them as family and they 
answered, I swear they answered. 

Then my mind took a final step into madness when I walked into the library on 
Ae'gura and saw an old D'ni man on the floor below me. Now I was imagining people 
to ease my loneliness. 

But he was no mirage — his name was Calam. And he was a D'ni Writer of Ages. 

Trust did not come easily. There was conflict between us — between his ancient 
rules of D'ni that I did not respect, and my creativity, which he feared. We fought and 
feared and battled and screamed, until exhausted, we began to learn from each other. 
We learned of the power of both, just as Father and Mother had done. 
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Power is a gift. Power is a curse. 

I learned of the fearsome power I wield on that day — the day ofCalam's death. 
In a fit of rage I destroyed the murderer, and I destroyed my innocence. 

And again I learned that most things cannot be returned to how they were. 

And my power continued to grow even as I began to see that the prophecies of the 
Grower might speak of me. My destiny began to be fulfilled. But there was still more. 
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So I learned to Write with all the skills that the D'ni had known — beyond what 
my parents had taught me. For their lessons were given by a flawed instructor and by 
their own trial and error. I learned to Write from a Master: an opportunity Father was 
never given. Calam's abilities were breathtaking — he knew all the D'ni knew, when 
D'ni fell. 

But I taught as well as learned. There were things that the D'ni were forbidden 
to Write, words they feared, concepts they shunned. Rules and boxes. I had no cultural 
fear of such things, so I dug deeper, asking questions that Calam could not answer. 
And together we sought answers. 

That is how we learned of the Bahro and the Tablet. I learned of its power. We 
grew in knowledge and strength, and Calam became one of my dearest friends. I began to 
think that it was he who would be the Grower. 

But evil will find you, even in the depths of the earth, and Calam was murdered. 


Journal IX 






The Least. Abused. Mistreated. Misunderstood. Ignored. They were mocked 
and scorned and their hearts still show their pain, but they continue to serve. 

Such power they have, and yet they serve. They treated me with kindness, and 
I learned from them. They respected what I was becoming. With them I learned new 
laws, new rules, and new powers. I used the powers to care for a tree to come, and 
the Tablet allowed me to grow beyond TTana, beyond Father and Mother, beyond 
D'ni, beyond Calam. 

The Tablet held them. The Tablet chained them. 


The Tablet held me. The Tablet empowered me. 

I watched with them. I waited with them. I learned with them. I called 
them from captivity and grew while they gathered. Together we became both 
weak and strong. 

And then my time came. My time to take the Tablet. My time to choose. I was 
ready. I felt the pull of holding it, of channeling and releasing the full power of the 
Bahro. I would right the wrongs, I would set things the way they should be. I would 
choose well — / could not fail. I am the Grower. 

I was so sure, so strong, so wise, but I didn't open myself and listen to the 
Maker. The noise of me drowned his quiet voice. 

And I failed. Failed to see anything beyond myself and what was obvious. 

And pain came quickly, when I realized what I had done. The Tablet returned, and 
the Bahro continued to serve. The pain still burns me. 

But the powerful Bahro simply wait 
and serve. ’• I 


Pain is often how we learn. But it 
is not for us to give — we are not the 
teachers. We must not abuse them. We 
must not abuse the Bahro. 
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How could I have not seen the true path? I see it now so clearly. But can I get another 
chance to make things right? 

They came. They came to D'ni — those who felt called. I knew they would. I was 
prepared for them, and I pointed the way. I spoke often of the pride of D'ni, of their belief 
in their own power and strength and the reason that D'ni once fell. And a few 
understand. And they begin to follow me. I am the Grower — / would lead them to rebuild. 

Yet another burden. 

But what is the task of a Grower? My father wrote another Age, but I see that 
the tree is not a place, but a people — the heart of a people. That is what must grow. 

If only I had another chance to make things right. The Tablet is the key — how 
could I have failed? 


Journal XI 

/ know what to do. I see it so clearly. One more chance to determine the destiny of the 
Tablet. I can feel it. 

To be so close and yet be so powerless — it drives me mad. The Tablet sits there, 
holding the power of the Bahro captive, and I alone know what to do. I failed once, 
but what does that mean? Why am I punished when I could accomplish so much? The 
rules seem so arbitrary — some game of the Maker that only he understands. 
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This legacy of failure. And now I see this final chance to right generations of 
wrong. To unleash the power that has been held for thousands of years. It is at my 
fingertips. I know what must be done, but I cannot speak of it, for fear that it would 
somehow break the rules — tarnish the heart, taint the act, soil the innocence. 


I had a dream... 


I am carrying the seed ofD'ni, the seed of all things that are D'ni, through a 
small cave. And I come to a place where the path stops, and there are two holes — one 
above me, and one below me. And through the hole below I can see the D'ni cavern 
and the great city. And through the hole above I can see the sky and sun. 

A voice calls to me "In which hole will you plant the seed?" 

And I know it is easy to drop the seed in the hole below, and I know it is 
impossible to throw the seed through the hole above. I call out to the voice, asking 
for wisdom. 

And the voice answers me "Do not drop the seed in the hole below, for that is 
easy, but that is the way of the past. Do not throw the seed in the hole above, for that 
is difficult, and that is the task for another. In which hole will you plant the seed?" 

And I know what to do. 


And I know I am the Grower. 
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Quick Reference 


Controls 


There are three different control schemes to choose from in Myst V. Select 
the one that feels most comfortable for you. 


Classic Mouse-Click Mode 


To move forward In Classic Mouse-Click mode, position the cursor in the 
center of the screen so that the cursor becomes a finger pointing forward, 
and then click the mouse button. To turn right or left, position the cursor on 
the right or left edge of the screen so that the cursor becomes a finger 
pointing right or left, then click the mouse button. If the cursor is 
translucent. It means that no movement or Interaction is possible. 

To press a button or other object, f 
position the cursor over the object so that 
It becomes a pointing hand, and then 
click the mouse button. To Interact with a 
moving object, position the cursor over 
the object so that It becomes an open 
hand, and then click the mouse button to 
grasp the object and drag the mouse to 
move the object. Pressing [T] will switch 
you to this mode (Classic Mouse-Click). 


In Classic Mouse-Click mode, when 
you click and hold down the mouse 
button, you move forward more quickly. 

To look around freely, hold down the right 
mouse button (or \control\ + mouse button 
on a single-button mouse) and move the 
mouse to free-look. You can also click the 
mouse's middle button (if your mouse has 
one) to walk backward, but only if there Is 
enough space. 
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Quick Reference' 


Classic Plus mode has ah of the functionality of Classic mode but allows for a 
greater freedom of view. In Classic Plus mode, your view is automatically locked 
to your cursor so your cursor stays In the center of the screen and your view 
changes as you move the mouse. Turn to look where you want to go and then 
click to move forward. To unlock your mouse from the screen, click the right 
mouse button (or \control\ + mouse button on a single-button mouse). This Is 
useful for accessing the menu Items in the upper right of the screen, or the 
Slate when held in your hands at the bottom of the screen. Click the right 
mouse button (or \control\ + mouse button) again to return to Classic Plus mode. 

To press a button or other object, position the cursor over the object so that 
It becomes a pointing hand, and then click the mouse button. To interact with a 
moving object, position the cursor over the object so that it becomes an open 
hand, then click the mouse button to grasp the object, and drag the mouse to 
move the object. 

In Classic Plus mode, you can also click the mouse's middle button (if your 
mouse has one) to walk backward, but only if there is enough space. Pressing 
\Y] wlLI switch you to this mode (Classic Plus). 


Free-Move (Advanced) Mode 


In Pree-Move mode, D, 0,0, and 0 are used as the default forward, left, 
backward, and right movement keys, respectively. The left mouse button moves 
you forward. Hold down | shift \ whUe moving to run. 

The cursor Is locked in the center of the screen in Pree-Move mode, but 
clicking the right mouse button (or \control\ + mouse button on a single-button 
mouse) locks the view and allows you to move the cursor around the screen. 
This Is useful for accessing the menu items in the upper right of the screen, or 
the Slate when held in your hands at the bottom of the screen. Click the right 
mouse button (or \control\ + mouse button) again to return to Pree-Move mode. 

To access the journals and menu options, rlght-cllck/ | control \ -click to lock the 
screen, and then move the cursor to the screen's upper right corner. All of the 
Pree-Move controls are fully customizable from the Controls Tab of the menu 
options. Pressing 0 wlU switch you to Pree-Move (Advanced) mode. 
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Camera and Journals 

The camera and three journals you acquire during your Quest can help you 
out immensely Be sure you know the fuU capabilities of each. 
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Camera 


Player Journal 


Find the Player Journal on the floor next to a 
lantern in a hallway in KVeer at the start of the 
game. If you miss it, you can pick another one up 
on the floor next to a lantern at the beginning of 
your descent Into D'nl. 

To use the Player Journal, unlock your mouse 
(either by right-clicking, |conko/| -clicklng, or 
pressing | esc | ) and click on the Player Journal 
Icon In the screen's upper right. You can enter 


You can find the camera on the floor next to a lantern in a hallway in K'veer 
at the start of the game. If you miss it, you can pick another one up on the 
floor next to a lantern at the beginning of your descent into D'nl. 

To use the camera, unlock your mouse (either by right-clicking, 

I conko/ 1 -clicking, or pressing | esc | ) and click on the round camera icon in the 
screen's upper right. The snapshots you take with your camera are stored in 
your Player Journal. 

Snapshots are not only good for 
remembering what you’ve seen along - 
your journey, they also serve as 
game saves. To restore a saved game, 
open your Player Journal, turn to the 
appropriate snapshot and click 
"Restore Saved Game" above it. 
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text in the Player Journal to reralnd you of what you've seen along your 
Journey so far. The snapshots you take with your camera are automatically 
entered into your Player Journal. 

Use the Player Journal to make notes about clues and puzzles you 
encounter, keep a list of tasks or objectives you need to complete, or simply 
record your observations as you travel through the Ages. 


Encounter Journal 


Whenever you encounter another character in End j ; 
of Ages, everything that he or she says to you is I 
recorded in your Encounter Journal, which you can | ; 
refer back to at any time. j 

To use the Encounter Journal, unlock your j 

mouse (either by rlght-ellcking, |eonko/| -cllcking, or j ^ 
pressing | esc | ) and click on the Encounter , | , 

Journal icon in the screen's upper right. Click the , j. 
corners of the pages to flip them. 

Re-read the entries In the Encounter Journal 

throughout your Journey. Not only do they often 

contain clues about what to do next, you will find that certain characters' 
words take on very different meanings as you progress through the Quest. 


Yeesha Journals 


Scattered throughout The Descent to D'nl are IS 
Yeesha Journals, written by Yeesha and 
containing her reflections on the burden of D'nl 
that she and her famUy have had to carry. When 
you find one, click on it to pick it up. 

To read the Yeesha Journals that you have 
collected, unlock your mouse (either by right- 
clicking, I conko/ 1 -clicking, or pressing | esc | ) and 
click on the Yeesha Journal icon in the 
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screen’s upper right. A grid of Yeesha Journals appears on the screen. Click 
any Journal to read It. 

The Yeesha Journals are arranged in the grid in chronological order, 
with the upper left journal being the first one you find In your descent and 
the lower right one being the last one you find. If there Is a gap in the grid, 
try backtracking through The Descent to see If you can find the missing 
Journal. 


Slate Basics 


To pick up a Slate, click on it when the cursor changes to a Slate Icon. While 
a Slate is being carried, its top appears along the screen’s bottom edge. 
Position the cursor over the top of the Slate and click to raise the Slate into 
position for writing on It. Prom this position, you can click anywhere on the 
screen except on the Slate to lower it again, or you can click along the 
bottom edge of the Slate to put it down on the ground. While carrying the 
Slate, you can also click on a pedestal to place the Slate on the pedestal. 

To write on the Slate, click on Its surface and hold down the mouse 
button while dragging the mouse. To erase what you have written, click on 
the "erase" Icon on the Slate’s lower left corner (the Slate outline with two 
lines drawn through it). 


Slates 


In four of the Ages you 
Journey through (Tahglra, 
Todelmer, Noloben, and 
LakTahn), you need to use a 
Slate to overcome the 
obstacles in your way. The 
relationship between the Slate 
and the Bahro is not fully 
understood. 
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Once you have inscrlhed a symhol on the Slate that has been understood 
hy the Bahro, you can click the syrnhol's Icon on the lower part of the Slate 
to quickly redraw It. 


Throughout the Ages, you will 
find glowing syinhols. Draw 

these symbols on the Slate W i 

and leave the Slate on the 

If you have drawn the symbol 

the command that the symbol 
represents. 

When you come across ..v-a y, , 

glowing symbols on pedestals, 

draw the symbols on the Slate and leave the Slate on the ground. WThen the 
Bahro comes for the Slate, it will take the Slate to the pedestal that corre- 
sponds to the symbol that you drew on it. This also creates a link from the 
first pedestal in the Age to the pedestal that the Bahro brought the Slate to. 
You don't need the Bahro to bring the Slate to the pedestal to create the link, 
though. If you can physically reach the pedestal, place the Slate on the 
pedestal to create a link to that pedestal on the first pedestal in the Age. 

Not all symbols are found on pedestals. Each Age has at least one 
symbol in It that causes the Bahro to produce some sort of global effect in 
the Age, from speeding up time to unleashing a torrential downpour. To 
use these symbols, inscribe them into the Slate, leave the Slate on the 
ground, and back away. When the Bahro appears and looks at the Slate, it 
will produce the corresponding effect. If you don't want the Bahro to 
reappear and link back to the first pedestal with the Slate, be sure to pick 
the Slate back up immediately after the effect begins. You usually have 
between 10 and 15 seconds to do so. The effects themselves generally last 
approximately 90 seconds. 




Quick Reference Walkthrough 
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The following Is a quick reference walkthrough, divided into three levels 
of detail: 

Observations are for the dedicated player who just needs a little push in 
the right direction. They call your attention to details in each Age that you 
ralght want to pay a little more attention to, hut they don't give explicit hints. 

Suggestions are more detailed than observations, hut they don't give 
away the actual solutions to the Ages' puzzles. If an ohservational hint isn't 
enough, try looking at the suggestion for the puzzle. 

Solutions are written for the player who's completely stumped hy a true 
hralnteaser. They ten you exactly how to solve the puzzles in each Age. Some 
call this "cheating," hut where's the fun in hanging your head against a wall 
repeatedly? 


Observations 


Myst Book: In the K'veer room you begin the 
game in, there is a Linking Book to Myst 
sitting on a table. This is Atrus's Myst Linking 
Book, last seen in Myst and Riven. 

Exiting K'veer Prison: The room you start the 
game in is the same room that served as 
Atrus's prison In Myst. But there must he a 
way out of it, or this Is going to he a very 
short Quest! 

The Tablet: The Tablet sits glowing in a stone 
contraption. When you pass your hand over 
it, the Tablet becomes solid, hut it changes 
hack again when you move your hand away. 


K'veer 
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The Volcano 

Finding “The Hole in the Ground”: The desert sun is scorching. There's 
got to he somewhere you can go to get away from it. 


The Descent to D'ni 


Rest Areas: After finding your way into the hole in the ground, you find 
your first rest area down the corridor to the right. 


Descending the Great Shaft: The Great Shaft is a massive vertical shaft 
that linhs the deep city of D'ni to the surface world. Catwalks run along 
the perimeter, but most of them are in no condition to bear any weight. 


Great Shaft Floor: After riding the Great Shaft elevators down to the floor 
of the Great Shaft, there doesn't seem to be any way to reach Dlrebo 
and proceed to the next Age. There is a doorway across the Great Shaft 
from the bottom of the second elevator, but there Is no way to reach it. 

Activating the Exhaust Fans: Esher said: "You will not be able to continue 
downward without providing fresh air to the tunnels. Raise this floor 
and power the fans." 


Direbo 


Bridges: Pour bridges span the 
four islands in Dlrebo. 


Bubbles: Each of Direbo's 
four islands has a 
translucent bubble on it. 
Inside the bubble Is a 
pedestal and a Slate. 


T.iuTHiig Books: Each of 
Direbo's four islands has 
a pedestal on it. On each 
pedestal is a Linking Book. 
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Todelmer 
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Crossing Over: The cable from a wrecked puUey blocks the upward path to 
the top of the first plLlar. You can't continue climbing until you find a 
way past it. 

Pillar 2: The small telescope on top of the first pillar gives you a great 
view of most of the rest of Todelmer, but the large spool near the 
telescope obscures your view of some of the pillars. 


I Rret^ted' jjy cppyfiflht.'€fea'u^^^^ or unlawful copying or^ 


Tahgira 

The Cave: Esher said something about freeing yourself from the room and 
being grateful for the weight of your burden. There's something drawn 
on the floor. 

The Ladder: The Slate cannot be carried on ladders, but your goal Is to 
move It through the Age to an end point. There must be another way to 
get It up the ladder. 

Crossing the Water: The Icy slope on the other side of the pool of water Is 
too slippery to climb up. A grid of pipes spans the bottom of the pool of 
water, and each submerged pipe Is lined with vents. The pipes run up 
to two pipe Junctions, which are connected to six large engines around 
the village. 

The Keep: VThen you approach the Keep, It moves away from you. Esher 
Implied that something like this would happen, and told you to "make 
them [the Bahro] bring you to the Keep." 
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Pillar 3: Your view of the next pedestal through the second pillar's small 
telescope is obscured hy huge mechanisms. They look like large 
telescopes. 

The Keep; There doesn't seem to he anywhere else to go in Todelmer, and 
the Keep is nowhere to he found. Esher mentioned that your destination 
is "not here, hut above," that the "stars and planets must he aligned," 
and that only the Bahro were capable of such a thing. 


Noloben 


Dais under a Canopy: There's a dais under a canopy on the beach near the 
starting position with four howls surrounding an egg-shaped rock. 
Various primitive symbols are carved into the stone wall behind the 
dais, and a glowing symbol Is etched into the base of the dais. What 
could It aU mean? 


Windows in the Dome: The grassy plateau above the main island has a 
huge egg-shaped dome in the center of it. Each of the 1 5 windows in 
the dome has a symbol engraved above It. 

Tunnels: One of the two tunnels on the beach dead-ends at a smooth stone 
wak, which blocks your path completely. 

Opening Doors: It seems as If the rotating stones on the plateau above 
the Island are somehow related to the sealed doors in the tunnel below 
the plateau. 

The Keep: There Is a door set into Noloben's smaller island. There must be 
something Important behind it, but how is it opened? 
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Windmill: There is a windmill outside of a holding pen, 
but there Isn't enough wind in the Age to power it. 
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Arena Elevator: The third pedestal is on an elevator In the arena stands. 
The elevator seems to work on a counterweight mechanism and needs 
to he balanced properly in order to he used. 

Trade House: The Jeweler's door to the trade house is locked, hut Esher 
said it could he unlocked. 

Fighter Maze, First Floor: You must use an elevator in the first floor of 
the fighter maze to reach the second floor. There's a lever and a 
pressure plate near the elevator. 

Fighter Maze, Second Floor: From the top of the fighter maze elevator, 
there are four corridors you can go down. Two of them have red switches 
at the end of them. One has a green switch, and one has a blue switch. 

Fighter Hut: A crudely constructed hut is on a hidden beach beyond the 
fighter maze, but there doesn't seem to be any obvious way of entering 
it. Seven boulders hang from ropes next to it. 

The Keep: Looking through a window In the fighter hut, you can see a 
distant Island. Gould there be a way to get there? 

car.viis*c*, 
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have been released. You can 

now take the Tablet... but what will you do with it? 


Yeesha: When you pick up the Tablet from the Keep, Yeesha 
appears in K'veer and holds her hands out to you. 

Esher: Esher has unlocked the Myst Linking Book in K'veer, where you 
began your Quest. You can link to Myst with the Tablet if you wish. 

A Third Option?: Esher and Yeesha both tek you not to give the Tablet to 
Yeesha. But if you don't want to bring the Tablet to Myst as Esher 
suggests, what option does that leave you? 
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K'veer 


Myst Book; The Myst Linking Book Is hound securely with leather straps 
and a complex locking mechanism. There doesn't seem to he any way to 
unlock It. 


Exiting K'veer Prison; There Is a Myst Linking Book In the room, hut It 
appears to he securely locked. Nothing you can do will unlock the 
Linking Book at this time. 

The Tablet; Touch the Tablet to solldlly It and begin your Quest. Exit the 
bubble and Yeesha wUl meet you. The Tablet Is held securely by four 
heavy immovable stone locks. The four stone locks are shaped like four 
objects you wUl see in the Ages you visit in your Quest. They resemble 
the four Slate pedestals In Tahglra, Todelmer, Noloben, and LakTahn. 


The Volcano 


Finding ‘<The Hole in the 
Ground”; Esher 
mentioned something 
about "where your 
journey begins." He told 
you to "look for the hole 
In the ground." 
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The Descent to D'ni 


Rest Areas; There Is a linking book to Dlrebo In each of the rest areas. 
Notice the diagrams drawn on each book and where that book takes 
you. There are four rest areas In The Descent, each taking you to one of 
four Islands In Dlrebo. 
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Descending the Great Shaft: You can't walk to the hottom of the Great 
Shaft, hut fortunately there are elevators that run up and down along it. 
Unfortunately, the elevator cars aren't at the level that you're on. 


Great Shaft Floor: If you enter the alcoves at the hottom of the Great 
Shaft, you find two buttons, one blue and one yeUow. Pressing these 
buttons begins a timing device. There is also a red button in the middle 
of the Great Shaft floor. This red button ILlumlnates after you press the 
blue and yellow buttons. 


Activating the Exhaust Fans: If you elevate the Great Shaft floor and ride 
it upward, you cannot descend the alcove stairs to return to the bottom 
of the Great Shaft, which means you can't explore below it to find the 
exhaust fan mechanism. 
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Bridges: Each bridge 
has two locked 
gates, one at each 
end. Each locking 
mechanism is GjUT.I''' 

extremely simple I | 

and can be unlocked ^ 1=-* 

by anyone standing or 
one of the four islands and facing the gate. 


Bubbles: Standing inside of a bubble allows you to see scenes of another 
Age projected on the inside of the bubble. This is the view of the Age 
that the bubble's pedestal links to. The bubbles exist simultaneously in 
Dlrebo and in the four Ages. 


Linkiiig Books: The Linking Panel on each Linking Book gives you a 
glimpse of one of the D'nl rest areas along the Great Shaft. Because the 
rest areas are so similar in appearance, it's hard to tell which Linking 
Book leads to which rest area, but there are diagrams drawn on the 
books to assist you. 
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Tahgira 
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The Cave; A crack on the floor 
makes a cracking noise 
every time you walk across 
It. Your weight with the 
Slate's is not heavy enough. 
You need something heamer 
to stand there. Esher said, 
"They will take it, if you drop 
it. They will obey it, if you 
order them. They will return 
it, in time." 


The Ladder: On the face of the pedestal atop the ladder there is a 
symbol that can be drawn on the Slate. What did Esher say about 
ordering and obeying? 

Crossing the Water: Each of the sin thermal engines has a valve switch 
that can be opened or closed. The pipe junctions have three control 
switches that direct the engines' heat to the pipes under the water pool, 
but they are inaccessible. Perhaps the Bahro could help you with them? 
And what is the purpose of the map inside the central hut in the vOlage? 

The Keep: Although you can't reach the Keep, you can see the Keep's 
pedestal symbol. 


Todelmer 


Power: There is more to the control room than Just the four control 
panels and the vertical measuring device. Perhaps the rear of the room 
holds something of interest? 

Crossing Over: There are other similar puUeys visible on the first plUar. In 
fact, there are four pfLlars in total, one of which is broken. By 
coincidence, there are also four control panels in the control room, one 
of which can't get reception. 
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END Of AGES 


Pillar Z: If you look carefully at one of the ohscured pillars, you can see 
something that looks like a pedestal on it. The large spool is part of the 
tram mechanism. If you could move It, you might he able to get a better 
view of the distant plUar beyond it. 


Pillar 3: The large telescopes are controlled via the machinery in the 
control room, but you need to know the proper coordinates for the large 
telescopes. The small telescopes on the first and second plUars let you 
see two sets of coordinates etched into the base of distant plUars. 


The Keep: Riding the tram from the third pUlar to the first gives you a 
glimpse of a third set of telescope coordinates and another symbol, 
which looks like a ringed planet. To ride the tram, you must make sure 
It Is parked at the third plUar's tram station. If It Is not, return to the 
first pUlar's tram controls, move the top lever to the left, and pull down 
on the middle lever to park the tram at the third plUar's dock. Link back 
to the third plUar, climb down the stairs next to the third pedestal, and 
then climb down into the tram. You must also restore power to the tram 
before you can ride it, so walk up the stairs beyond the tram to find a 
power control panel similar to the one in the control room. Once again, 
make the dim blue globe glow as brightly as possible by setting the 
right lever to its middle position and moving the left lever two-thirds of 
the way up. Return to the tram and push the lever in the middle of it 
forward to start the tram moving forward. It pauses between the third 
and first pillar, and the coordinates and planet symbol are etched into 
some machinery directly outside of the tram. 


Noloben 
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Dais under a Canopy: It I 

looks as if the rock and ,■ 
bowls all have "shadows" \ 
engraved into the dais. 

There are also four holes 
cut into the canopy, one 
above each bowl. And take a 
closer look at the shape of the slab that the glowing symbol is etched 
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Quick Reference' 


into. It’s an upside-down version of the Slate found at the first pedestal 
in this Age. 

Windows in the Dome: The dome's windows can he opened and closed. 
Looking through the dome's windows, you see that each window also 
has a symbol engraved above it on the interior wad. These symbols are 
similar to the ones reflected in the water bowls on the beach. 


Tunnels: The obstructing stone is too smooth to be a naturally occurring 
formation. It must be a part of some kind of mechanism. It seems to be 
the same type of stone as the four smaller rotating stones on the 
plateau above the tunnel. 

Opening Doors: The arrangement of the dome and rotating stones on the 
plateau resemble something else you have seen in this Age (the stone 
and bowls on the beach). The rotating tops of each of the stones have 
symbols on them. These symbols are from a different set than the ones 
seen in the reflecting bowls on the beach. The sun does not seem to 
move in this Age, meaning that the shadows cast by every solid object 
in the Age do not move either. 

The Keep: There is an illustration of a tree on the floor of an observation 
post at the top of the plateau dome. You can reach this post only by 
closing at least one of the tunnel doors to the laboratory and linking 
into Esher's laboratory by using the first pedestal's link to the second 
pedestal. Climb the ladder at the top of the laboratory to reach it. 
Whenever you or any other living creature stands on the tree, the small 
Island door opens, but the door closes as soon as you step off. Esher 
also mentioned that the Bahro are terrified of snakes, and even the 
image of a snake will keep them away. 


Windmill: Gables from the windmill appear to be connected to the holding 
pen in front of it. It looks as if the second pedestal is submerged in the 
center of the holding pen. Near the windmill is a boneyard, and on the 
wan of the boneyard is a glowing symbol that orders the Bahro to create 
a gale force wind. However, simply having wind doesn't seem to be 
enough to power the control panel inside the wlndmlU. 
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Arena Elevator; A scale near the elevator weighs whatever is placed on it. 
The numher of markers next to each circular symbol indicates how many 
units of that weight are on the scale. Each circle in a symbol means one 
unit of weight (e.g.: the four-circle symbol is four weight units). 

Trade House: Five geometric shapes span the length of the door lock. They 
look like the same shapes on the scrap of paper that can be seen 
through the trade house windows near the llnk-ln point for the Age. 

Fighter Maze, First Floor: Raising the lever to Its highest position 
"primes" the counterweight for the elevator. You may have to lift the 
lever repeatedly to move It aU the way up. Standing on the pressure 
plate triggers the counterweight and raises the elevator as long as 
there Is weight on the pressure plate. You can't stand on the pressure 
plate and the elevator simultaneously, though. 

Fighter Maze, Second Floor: If you explored the trade house carefudy, you 
found a helpful clue for this puzzle: a scrap of paper with the colors red, 
red, green, and blue on It. 

Fighter Hut: Walking around the rear of the hut brings you to a locked 
entrance. The boulders seem to be connected to the locked entrance as 
part of a primitive counterweight lock. 

The Keep: A flag hangs from the same window. There's something written 
on the flag, but you can't tell what it Is. If the air wasn't so stUl, you 
might be able to make out the flag’s insignia.... 


Who Will You Choose?: Both Yeesha and Esher have said that the Tablet 
contains the full power of the Bahro. They have also both told you not to 
give the Tablet to Yeesha. 

Yeesha: If you approach Yeesha and click on her whUe holding the Tablet, 
you can give Yeesha the Tablet. However, both Esher and Yeesha have 
warned you against doing so. 

Esher: According to Esher, Yeesha views Myst as a cursed Age and will not 
travel there. If you want to prevent her from getting the Tablet, taking it 
to Myst will do It. 
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A Third Option?: Considering his history with the Bahro and his 
contempt for them, Esher might not he the best source of advice for 
what to do with the Tablet. Also, If you link to Myst, you might not have 
a way to return from there. Is Yeesha really holding out her hands to 
you asking for the Slate, or does her gesture suggest something else? 


Solutions 


K'veer 

Cov\cepf <?\vf o-P f Ue keep 


Myst Book: You \ cT" 

cannot use the 

Myst Linking Book at \ yy 

the start of the game. It n / " 

doesn't become available to 1 

you until you have released the four 
stone locks on the Keep from the Tablet. 

Exiting K'veer Prison: Examine each of the doors carefully. One of them 
has a handle that you can turn to open the door and proceed. 

The Tablet: To unlock the Tablet, you must reach the Keep In each of the 
four Ages you visit. Once you reach the Keep In each Age, you must 
place the Age's Slate on the pedestal and touch the Slate in order to 
release the Tablet lock. 


The Volcano 


Finding “The Hole in the Ground”: Look around the area and you'd find a 
nearby cleft in the ground you can fit in (not the porous rock of the 
steam vents). Climb down Into It via the rope ladder attached to it to 
begin your descent into D'nl. 
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The Descent to D'ni 


Rest Areas: When you go to 
an Island, unlock the gates 
on the bridge to create a 
shortcut between the 
Islands. Otherwise you'd 
have to go back and 
around through The 
Descent to another 
rest area. 


an elevator to call a car. o l i i - c i l x 

Kesr Lmkmg Boot to yivebo 

Step Into the elevator and 
pull the hanging cord to 

ride It down to the next level. You can also pull the cord again to return 
to the level you Just came from. Riding the elevators down leads you to 
a D'nl rest area that contains a Linking Book to an island in Dlrebo. The 
rest area Is on the level at the bottom of the first elevator ride. 


Great Shaft Floor: Press either the blue or yeUow button. Run across the 
bottom of the Great Shaft floor to the other alcove and press the other 
button. Return to the center of the Great Shaft floor and press the red 
button. The floor starts to rise after a short delay. Ride the floor aU the 
way up and go through the previously Inaccessible doorway across the 
Great Shaft from the bottom of the second elevator. There, you will find a 
D'nl rest area and a Linking Book to the next island In Dlrebo. The rest 
area is on the level at the bottom of the second elevator ride. 

Activating the Exhaust Fans: Raise the Great Shaft floor as described 
previously but after pressing the red button, run to the outer edge of the 
room to send the floor up without you on it. Descend the ladder into the 
pit under the floor to find a tunnel leading to a switch. Pull the switch to 
start the exhaust fan and drop a ladder from the celling of the tunnel. 
Climb the ladder to reach a hub area. Go through the open doorway In the 
hub area to reach a D'nl rest area and find a Linking Book to the final 
Island In Dlrebo. 
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Direbo 
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Bridges: You can't unlock a gate while 
standing on the bridge side of it. You 
can only unlock them from the Island 
side. As you mslt each of Direbo 's four 
Islands via the Linking Books in the 
D'nl rest areas, be sure to unlock both 
gate locks on the island to create 
shortcuts between the islands. 


Bubbles: The pedestal in the center of each bubble contains a Unk to an Age. 
Touch the glowing symbol shaped Uke the Age's Slate to link to that Age. 

Linking Books: Each Linking Book takes you back to one rest area along 
The Descent to D'nl. Touch the Linking Panel to link to that rest area. 


Tahgira 

The Cave: Drop the Slate on the crack area and back away imtlL the Bahro 
creature comes to take it. Retrieve the Slate from the Take pedestal after the 
Bahro returns it, and stand on the broken ice with it to break through. 

The Ladder: Drop the Slate at the bottom of the ladder and climb up to view 
the pedestal there. The Bahro takes your Slate back to its last pedestal, in 
this case the Take pedestal at the beginning. Use the pedestal to link back 
to the Take pedestal in the cave, and draw the symbol on the Slate that's 
the same as the pedestal you want the Bahro to take it to, put it on the 
ground and step away. The Bahro wUl take the Slate to the first pedestal. 

Crossing the Water: Turn all six of the thermal engines' switches to the 
right to open their valves. Use the Bahro "heat" command on the Slate to 
raise the core temperature of the Age and activate the junctions' control 
switches. Refer to the map inside the hut in the center of the vftlage to 
set the junctions' control switches and create a pathway across the pool of 
water. Prom left to right, set the blue junction's switches right, left, left; set 
the red junction's switches left, right, left. 
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The Keep: Draw the Keep's pedestal symhol on the Slate. Drop the Slate and 
hack away from it. A Bahro appears and brings the Slate to the Keep. 
Return to the first pedestal at the beginning of the Age and use it to link to 
the Keep. Touch the shimmering Slate on the Keep to solldily it and 
complete the Tahglra portion on your Quest, then link back to Dlrebo from 
Tahglra's first pedestal. 
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Power: Approach the dim blue globe at the rear 
of the room and manipulate its horizontal and 
vertical switches to restore power to the 
control room. The trick is to llLuminate the 
blue globe as brightly as possible. Set the left 
lever to its middle position and the right lever 
all the way to the right. 

Crossing Over: The puUeys are controlled via the mechanisms in the control 
room. Restore power to the control room, and then use the broken control 
panel (the rear right panel as you look into the room from the doorway) to 
retract the broken cable and clear the path. Push the control panel's 
vertical slider all the way up and press the flashing green button to retract 
the cable. 

Pillar Z: Enter the tram house at the top of the first piUar. Close the door from 
inside and press the glowing button behind the door to reveal a hidden 
staircase. Descend the tram house stairs to reach the tram controls. Use the 
tram controls to rotate the large spool slightly; keep the top lever in its 
rightmost position and pull the middle lever down once to rotate the spool. 
Return to the small telescope and take another look. The symbol for the 
second pedestal is clearly visible. Draw it on the Slate, put the Slate on the 
ground and wait for the Bahro to collect it and take it to the second pedestal. 
Return to the first pedestal and use it to link to the second pedestal. 

Pillar 3: Return to the control room by linking from the second pedestal 
and enter the proper coordinates into the control panels. The set of 
coordinates seen from the first pillar's small telescope is for the front 
right control panel (as you face it from the doorway). The set of 
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coordinates seen from the second pillar’s small telescope Is for the 
front left control panel. Return to the second pedestal hy linking from 
the first pedestal and look at the two large telescopes through the 
small telescope to see the third pedestal. Draw its symbol onto the 
Slate, put the Slate down, hack away and let the Bahro take It to the 
third pedestal, thus creating a link from the first pedestal to the third. 

The Keep: Inside the third pillar’s tram house Is another symbol that causes 
time to speed up when it Is etched onto the Slate and the Slate Is laid on the 
ground for the Bahro to recover. To access the tram house, cUmb up the stairs 
leading from the tram dock and open the tram door (you must have restored 
power to the third pillar in order to do this). Return to the control room on 
the first pldar and enter the third set of telescope coordinates into the rear 
left control panel Use the "time" symbol to speed up tune so that the angle of 
the ring around the large planet m the sky matches the angle of the ring on 
the planetary symbol above the third set of coordinates. Unless you have 
spent an uncommonly long time in this Age, you need to use the "time" 
symbol twice to move the ring Into proper position. Press the zoom buttons 
above the control panel’s monitor to see the Keep symbol Etch the symbol 
onto the Slate, leave the Slate for the Bahro to pick up, and then link from the 
first pedestal to the Keep. Touch the translucent Slate in the Keep to complete 
the Todelmer portion of the Quest. 


Noloben 


(OVStshach Si fadder) 


Dais under a Canopy: The glowing 
symbol on the slab Is upside- 
down. Draw the glowing symbol 
right side up on the Slate and 
leave the Slate for the Bahro to 
recover. The Bahro causes a 
heavy rain to faU for 90 
seconds, filling up the stone 
bowls under the canopy holes. 
When the rain stops, stand 
directly in front of the dais and 
look at the bowls. Make a note of 
the symbols reflected in the 
water and the shapes of the 


white stone 


nololoen 
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shadows engraved into the dais. These are important clues for the trans- 
lation puzzle. After a little while, the water drains from the howls. Use the 
"rain" symbol again If you need to flLl them up again. 

Windows in the Dome: The symbols above each window on the Interior of the 
dome translate to the symbols above the same windows on the exterior of 
the dome. Look through the dome's windows at the interior symbols and 
find the four symbols that you saw reflected in the bowls on the beach. 
Translate the four bowls' symbols to their corresponding dome exterior 
symbols. 

Tunnels: The rotating stones on the plateau open and close doors through the 
tunnel below. To open the doors through the tunnel and reach Esher's 
laboratory, you must set all four rotating stones on the plateau to their 
proper positions. 

Opening Doors: Pigpre out which rotating stones correspond to which reflecting 
bowls by matching the shadows east by the stones and the "shadows" 
engraved into the dais on the beach. Rotate the stones' tops so that they are 
set to the correct symbols (i.e.: the ones that translate to the symbols seen in 
the bowls on the beach). Doing so opens the four doors in the tunnel below the 
plateau and gives you access to Esher's laboratory. 

The Keep: Draw the "snake" symbol on the Slate and place the Slate on the tree 
symbol. Quickly Unk back to the first pedestal and run through the tunnel 
that leads to the small island. You can reach the small island by crossing a 
narrow strip of shallow water. The Bahro will come for the Slate as soon as 
the "snake" symbol fades from it. When the Bahro stands on the tree symbol 
to pick up the Slate, the small island door opens, allowing you entrance to the 
Keep. Make a note of the Keep's symbol, return to the Slate on the first 
pedestal, draw the Keep's symbol on the Slate and leave the Slate on the 
ground for the Bahro to recover. Link to the Keep from the first pedestal and 
touch the translucent Slate to complete the Noloben portion of your Quest. 


Laki'ahn 


Cov\cepf <Avf o-P L<Akl'<AQv\ 


Windmill: Use the "wind" symbol to summon a 
gale by drawing the symbol on the Slate and 
leaving the Slate on the ground for the Bahro 



I Rret^ted' Ijy cppyfiflht. tfeaufho^ or unlavyful copying pr^ 



’l oaSf ig e^6ssjg p7oh ib ftei 


gfbteetexi,by'bopyii® or gnla^ulbopying oi 


Quick Reference' 


to find. Step Into the windmill's control panel and pull the left lever to 
power up the windmill. Once the windmOl is powered up, pull the middle 
lever once to elevate the eylmdrieal cage in the center of the holding pen. 
Make a note of the second pedestal's symbol m the cage for future 
reference. Rotate the cyUndrieal cage so that its opening faces the stream 
that leads to the arena by pnClng the right lever twice. Open the cage gate 
to the stream by pressing the left button. Draw the pedestal’s symbol on 
the Slate and leave the Slate for the Bahro to recover. Link from the first 
pedestal to the second and then proceed down the stream and into the 
arena. 


Arena Elevator: The four buttons behind the elevator control the counter- 
weight for the elevator. Once the counterweight is entered, pressing the 
large gold button sets the counterweight. You need to set the counter- 
weight so that you can link onto the elevator and have it sink so that it 
is exactly even with the footbridge to the arena's second level. You 
weigh six units. The Slate weighs one. The pedestal itself weighs nine 
units. Set the counterweight to 1 6 units and link onto the elevator. 

Trade House: When you look through the trade house window to see the 
paper with the combination, you're looking at the paper upside-down, so 
be sure to take that Into account before entering the combination. 

Touch the symbols on the lock in the correct order to open the door. 

The order is: circle, square, triangle, hexagon, and diamond. 

Fighter Maze, First Floor: Erase all markings from the Slate and place 
the Slate on the pressure plate. Prime the counterweight, and then 
step on the elevator. When the Bahro comes for the Slate, its weight 
triggers the counterweight and sends you up toward the second floor 
of the fighter maze. However, the Bahro also links away too quickly for 
the elevator to rise all the way up, so you need to inscribe the "sing" 
symbol on the Slate (found In one of Yeesha's Journals) in order to 
keep the Bahro on the pressure plate long enough for you to reach 
the second floor. 


Fighter Maze, Second Floor: Go down one of the corridors with a red 
switch at the end of it. Press the switch, and then continue down one of 
the forks in the corridor that has another red switch at the end of ft; 
press this switch. Continue down the corridor, pressing the correct 
switches at each junction. Although there are two pathways that start 
with a red switch, only one path has aU four switches in order (red, red. 
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green, blue). If you choose the wrong path, return to the elevator and start 
over. The final switch opens a door that leads outside to the fighter hut. 

Fighter Hut: Open the door hy properly halancing the counterweight 

mechanism. Pulling a cord next to a houlder raises the houlder and adds it to 
the counterweight. Raise one large, one medium-sized, and two smaJl 
boulders to open the locked door. Proceed through the door and into the hut. 

The Keep: Use the "wind" sjmibol to Mek up a gale and reveal the Keep symbol on 
the flag. Draw the Keep sjmibol on the Slate and leave the Slate for the Bahro to 
recover. Return to the pedestal outside of the fighter maze and link to the first 
pedestal, and then fink from the first pedestal to the Keep. Touch the 
translucent Slate in the Keep to complete the Lakl'ahn portion of your Quest. 


End of Game 

Who Will You Choose?: You can take 
Esher's advice and bring the Tablet 
to Myst, where Yeesha wlU not follow. 
To do this, use the now unlocked 
Linking Book In K'veer. You can also 
give the Tablet to Yeesha when she 
holds her hands out for It. To do this, 
click on Yeesha while holding the 
Tablet. There Is also a third option: 
You can put the Tablet on the ground 
and back away from it, letting the 
Bahro take their Tablet back. 


'ie.esV.oK, EsQev. . . of f HviA opflov\? 


Yeesha: Yeesha has already completed this Quest, and her goals have not been 
fulfilLed. Giving her the Tablet wdl only cause you to fall your own Quest. 

Esher: Link to Myst with the Tablet and place It on the pedestal In the library 
If you want to take Esher's advice. But Esher has his own plans for the 
Tablet, plans that wlLl doom the Bahro to further servitude, and those plans 
don't Include Unking you away from Myst. If you leave the Tablet on Myst, 
Esher wlU take It and leave you to rot on Atrus's abandoned Age. 

A Third Option?: If the Tablet Is a Bahro artifact, why not give It back to the 
Bahro? Place It on the ground and back away from It, and the Least will 
reclaim their Tablet, resulting in a successful completion of your Quest. 
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Myst Chronology 


Over the course of a dozen years, Rand Miller and his team of "Gyantlsts" at 
Cyan Worlds have told the story of the rise, fall, and rehlrth of the D'nl 
people. With the release of Myst V: End of Ages, the story has finally come to 
an end. In honor of the story that spans hundreds of years and has captured 
the Imaginations of millions of fans, we present this retrospective look at the 
Myst mythos. 


Myst: The Book of Ti'ana 


My S T 


Published In 1996 as the second of three 
Myst novels, the events in The Book of 
Ti'ana are based on the journals of Atrus's 
wife Catherine. In terms of the Myst 
storyline, Ti'ana is set approximately S50 
years In the past. 

The Book of Ti ' ana tells the story of 
how Atrus's human grandmother, Anna 
(Ti'ana In D'nl) discovers the city of D'nl 
and becomes a part of its culture. 

Initially she Is shunned as an outsider, 
but she proceeds to earn full legal D'nl 
citizenship, if not acceptance from all of 
the D'nl people. 

During Anna's time In D'nl, she 
meets, falls in love with, and marries a 
D’nl man named Aitrus, Atrus's grandfather. Despite 
Anna's being human and Aitrus D'ni, they manage to have a son, Gehn. 

The Book of Ti'ana ends with the fall of the city of D'ni and its people. 
Two disgraced D'nl noblemen, VeovLs and A'gaerls, spread a plague that klUs 
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Mvst: The Book of Atrus 


The Book of Atrus was published in 1995 kWy'"’ ' 

and is the first of the three Myst novels. &■' ™ 

Like the other two Myst novels, it is based m \ A’ 

upon the Journals of Atrus's wife, m _ ■^yJL ][ S 

Catherine. Although it was published I r f, r ^ 

before The Book of Ti'ana and after 

Myst, the events in Atrus take place W 

after Ti'ana and before Myst, approxl- ^ 

mately 200 to S50 years ago. 

The Book of Atrus is, as the title 0-^'^ ■ 

suggests, the story of Atrus, the central ; 
figure of the Myst mythos. Raised by ' 
his grandmother, Anna, in a desert 

estranged father, Gehn, returns to collect the 

adolescent Atrus and bring him down to D'ni, the great cavernous city 
lying deep beneath the desert Cleft. In D'ni, Gehn teaches Atrus the Art of 
Writing Linking Books and attempts to reconnect the boy to his D'ni 
heritage in the dead city. 

Atrus soon realizes that Gehn lacks the discipline and restraint instlLled 
in the D'ni Writers because Gehn believes himself to be a god over the Ages 
he links to. Atrus reveals Gehn as a fraud and traps him in Riven, one of 
Gehn' 8 own Ages. Atrus retires to the Age known as Myst with Catherine, his 
wife whom he met on Riven, and his grandmother, Anna. 
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most of the D'ni and forces the rest to flee through Linking Books, scattering 
their people across hundreds of Ages. Because Anna had pleaded with the 
D'ni Council to spare VeovLs's life some years prior, there are some surviving 
D'ni, Including her son Gehn, who blame her for D'nl's fall. 





The' 




Myst 



Developed by Cyan and published by 
Broderbund Software (PC and Mac versions) 
and SunSoft (all other versions) in 1993, 
Myst was the first glimpse into the world of 
the D'nl. For story purposes, Myst's story Is 
based on events from 200 years ago that 
were recorded in Catherine and Atrus's 
journals. According to the overarching Myst 
mythos, Rand and Robyn Miller actually 
journeyed down to D'nl with Dr. Richard 
Watson prior to making the game. 


Nofe 
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Myst begins at the exact moment that The Book of Atrus ends, with 
the Linking Book to Myst falling through a starry fissure and landing at 
the player's feet. 

During the course of Myst, the player discovers the unsavory history of 
Atrus and Catherine's sons, Slrrus and Achenar. Although Atrus never 
taught them to Write Ages, the brothers did have access to their father's 
library of Linking Books, and they ruled over the Inhabitants of the Ages 
with an Iron fist, much as did their grandfather, Gehn. Upon discovering his 
sons' betrayal, Atrus Imprisoned them inside Linking Books, removed six 
pages from each Linking Book, and scattered the pages around various Ages. 
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Atrus himself Is trapped In D'nl hecause a single page is missing from 
his Myst Linking Book. When the player restores that single page, Atrus is 
freed. He destroys his sons' Linking Books, trapping them in their Prison 
Ages, and tells the player that his wife, Catherine, is helng held hostage in 
another Age. Atrus returns to his writing but tells the player that he 
might need help in the future to free his wife from the clutches of his 
unnamed foe. 
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Riven 


Riven was the second Myst game that Cyan 
developed; it was published in 1997 by a host of 
companies (Acclaim, RedOrb, SunSoft, and 
Broderbund). Like Myst, the events of Riven 
were based directly on Atrus 's and Catherine's 
Journals, events that took place almost 
Immediately after Myst (approximately SOC 
years ago). 

At the start of Riven, Atrus 's wife, 

Catherine, is being held hostage in her home 
Age of Riven by his father (and her former 


fiance), Gehn. Riven was the fifth Age that Gehn wrote, 
and like all of Gehn's Ages, it is geologlcady unstable. Atrus must remain in 
D'nl and continue making subtle corrections to Riven long enough for the 
player to rescue Catherine. 

The player goes to Riven with a trapped Linking Book that appears to 
contain a link back to D'nl. Near the end of the game, the player is captured 
by Gehn, who makes the predictable mistake of assuming that the trapped 
book is supposed to be the player's means of returning to D'nl. Gehn uses 
the Linking Book and traps himself in a Prison Age. 

The player then rescues Catherine, who leads her people to safety in the 
Moiety Age that she wrote. As Riven crumbles, Atrus and Catherine give 
thanks for the player's help, and the player leaves Riven through the star 
fissure that brought the original Myst Linking Book to Earth at the end of 

The Book of Atrus. 
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Published in 1997, The Book of D'ni Is f 

the third Myst novel. The story was taken , ~ 

from Catherine's journals, and the events ‘ ,-r^, ; 

described within happened shortly after : ; 

Riven, slightly less than SCO years ago. ; 

After enduring the betrayals of his I 

sons, the vindictive evd of his father, j 

and the death of his grandmother, ; 

Atrus attempts to find purpose in his ‘ 

life by journeying to all of the Ages In I 

the D’nl city Linking Books and trying I 

to conmnoe D'nl surmvors to return to 

T' 1 

D'nl survivors discover a long-burled 
temple containing a Linking Book to 

Atrus, Catherine, and some of their followers soon 

discover, the Terahnee have grown corrupt and have badly mistreated the 
natives of the Age. 

The Terahnee and the D'nl peoples are both from a now extinct world, 
called Garternay. While their roots may be the same, their philosophies are 
greatly different and Atrus feels a need to right the wrongs being done by 
his cousins, the Terahnee. The novel ends on a hopeful note with the birth of 
Atrus and Catherine's daughter, Yeesha. 


MYST 



Myst III: Exile 

My St III: Exile was the first chapter of the 
Myst mythos not developed hy Cyan 
(although Cyan provided a great deal of 
guidance during the game's creation). 

Developed hy Presto Studios and 
published hy Ublsoft in 2001, Exile is set 
after the events of Riven and The Book 
of D'ni. 

Exile Is the story of Saavedro, a man 
horn and raised in an Age called 
Narayan. Atrus first made contact with 
Saavedro and the people of Narayan 
after the events of The Book of Atrus 
hut before Myst. Atrus entrusted 
Saavedro with the care and teaching of 
Sirrus and Achenar, because Atrus had become somewhat 
obsessed with the restoration of D'nl at that point. 

Unfortunately for Saavedro and Narayan, Sirrus and Achenar did not 
share their father's enlightened sense of responsibility for the Ages that D’nl 
Writers link to. On Narayan, the brothers began their pattern of plundering 
Ages that would lead to their Imprisonment in Prison Ages, as seen in Myst. 
Before embarking on their brutal conquest of Narayan, they trapped 
Saavedro in the J'nanln Age, leaving him for dead. 

After many years (and the Imprisonment of Sirrus and Achenar), 
Saavedro escaped from J’nanln with the unintentional assistance of Atrus, 
who had written J'nanin's Descriptive Book years ago. 

At the start of the game, Saavedro, now quite mad, uses a Linking Book 
that Atrus left behind to link to Atrus and Catherine's new home in the 



Tomahna Age (where they live with their baby girl of a few months, Yeesha). 
Though his original Intent Is to klU Atrus and his family, Saavedro eventually 
decides to hold Atrus 's new Releeshahn Age hostage, under the misappre- 
hension that Atrus can restore Narayan to its original, unspoiled state. It is 
the goal of the player to rescue the Releeshahn Descriptive Book and defeat 
Saavedro. 
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Myst: The Book of Marrim 

Book of Marrim Is the next novel planned In the series, and the events fall 
between Riven and Exile. This novel wlU follow the tale of Marrim, whose life 
was sent spinning when Atrus and Catherine linked to her world and offered 
her a new path. 


MYST 


Myst IV: Revelation 


P^VELAJION 


Myst rV: Revelation was the second chapter of 
the Myst mjAhos not developed by Cyan 
(although again. Cyan provided a great deal of 
guidance during the game's creation). 

Developed by Team Revelation at Ublsoft in 
Montreal, and published by Ublsoft in 2004, 

Revelation is set approximately 10 years after 
the events of Exile. 

In Revelation, Atrus has invited the player 
(the same "stranger" from Myst, Riven, and 
Exile) to return to visit him on Tomahna, 
where he seeks advice about the fate of his 
two sons, Slrrus and Aehenar, first seen in 
Myst. Although Atrus destroyed their Prison Age Linking Books nearly 20 
years ago, he stUl has the original Descriptive Books for those Ages. 

For two decades, Atrus has kept an eye on his boys and prayed that some 
day they might be rehabilitated. Both Catherine and Atrus have been visiting 
the boys via an elaborate Linking Chamber and special huts built on each of 
the Prison Ages, allowing the family members to interact through bars with 
no chance of Slrrus or Aehenar escaping... or so they think. 

Atrus has also been teaching young Yeesha to Write in D'nl, and has 
introduced her to her brothers. With the good intentions of a 10-year-old, 
Yeesha unwittingly allows her brothers to escape their Prison Ages and link 
to Tomahna. When Yeesha Is kidnapped, the player must discover if either 
Slrrus or Aehenar has been rehabilitated and try to rescue Yeesha before she 
is harmed. 



MYST 




Uru: Ages Beyond Myst 


Released at the end of 2003, Uru: Ages 
Beyond Myst was the first new Cyan- 
developed chapter in the Myst franchise 
since Riven. This long-awaited reaL-tlme 
adventure was the culmination of Rand 
Miller's desire to finally bring players to the 
lost city of D’nl. initially, Cyan Intended 
players to experience Uru in two distinctly 
different ways: as a standalone boxed 
product (referred to internally by Cyan as 
Uru Prime), and as a massively multi- 
player online experience, Uru Live, which i 
was the multiplayer version of Uru / 

Prime. However, with the demise of Uru / 
Live, that content has been transformed 
Into a series of Uru expansion packs. 


Uru, which at release was set in the present day (2003), places the player In 
the center of rising tensions between Atrus and Catherine's now adult 
daughter Yeesha and the D'nl Restoration Council. 

At the start of Uru, the player meets Jeff Zandl, the son and heir of the 
late Ellas Zandl, who purchased the area of land in the New Mexico desert 
around Anna and Atrus 's Cleft. Zandl encourages the player to explore the 
Cleft and, in doing so, to undertake a journey designed by Yeesha that 
teaches the player about the self-destructive pride of D'nl and the D'ni's 
exploitation of a race called the Bahro (meaning "the Least" in D'ni). 
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However, Yeesha's motives aren't purely altruistic. During the course of the 
journey the player must find and acquire four Bahro PUlars; not until after 
completing the journey does the player realize that hy doing so, he or she has 
released a Bahro from some sort of Imprisonment. The end of Uru leaves the 
player with an unsettled feeUng: What did I Just do, and was it the right thing 
to do? 


To D*ni and Path of the Shell 


The Journey that Began In Um continued In two single-player expansion 
packs, the first of which was To D'ni. Offered as a free download to make up 
for the promised Uru Live, To D'ni allowed the player to Journey to the 
cavern city of D'ni and discover why a group of human archaeologists 
known as the D'ni Restoration Council decided to abandon their decade-long 


reconstruction of D'ni. To D'ni allowed players to walk down the D'ni streets 


that they could only glimpse from 
halconies and rooftops in Uru. 

The second expansion pack. 
The Path of the Shell, picks up 
where To D'ni leaves off, taking 
the player on a Journey to uncover 
Yeesha's destiny. Where Uru teUs 
the story of D'nl's past and To D'ni 
teUs the story of its present, The 
Path of the Shell shows the player 
the future of D’ni 

At the beginning of The Path 
of the Shell, the player learns of a 
prophecy that leads to two 
expansive Ages where a D'ni man 
named Kadlsh Tolesa attempted to 
convince the D'ni people that he 
was the One foretold to lead D'ni 
to a new period of growth and 
success. The player discovers that 
Kadlsh was a fraud and that 
Yeesha is, in fact, the fulfillment 
of the prophecy. Through the 
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- - END Of AGES 


Myst V: End of Ages is the last chapter In 
the Myst story. Developed hy Cyan Worlds 
and published hy llhlsoft In 2005, End of 
Ages Is set Just a few years after the events 

of Urn, To D ' ni, and The Path of the Shell. 
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END ^^fAGES 
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In End of Ages, the same player from 
Um has finally returned to KVeer, the i aEh 

Myst and Riven. The Myst LlnMng Booh Is '' 

here; however it Is locked, and Atrus is 

long gone. ■teii|iii«i ii| ■ 



As the player explores, he or she ITn3 — 

meets up with Yeesha, who seems older | ^| 

somehow, and discouraged. The player ubispft 

realizes that what was set in motion with 

the release of the Bahro in Um was only the start of what Yeesha requires of 
the player to help restore D'nl to its former grandeur. 

A Tablet of Power Is locked by Slates, which the player must gather 
through four breathtaking Ages. Along the way, the player meets Esher, one 
of the few remaining full-blooded D'nl, who narrates the histories of the Ages 
as well as his own views of Yeesha, the Bahro, and the player's destiny with 
the future of D'nl. The decisions that the player makes in The End of Ages 
determine whether or not the stories of Yeesha, D'nl, and the Bahro will have 
a happy end... or not. 
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player's own participation, the prophecy is finally completed. On the cavern 
Island of K'veer, where Myst ended, the player and Yeesha together bring 
light to the cavern in a stunning finale. 




Behind the Scenes 
of Cyan and MystV 


Q: Wlien did you come to Cyan, and what attracted 
you to It? 

A; I came here physically to Cyan to work almost 
six years ago here In Spokane, hut I'd worked on 
Riven before that from the Bay Area In '96-97. 

What attracted me to Cyan actually at the time 
after Riven was probably when I came up here and 
saw the game they were working on at the time, 
which was called DIRT [“D'nl in Real-Time”]. I'd Just 
finished up working on Middle-Earth, and It Just 
seemed that the aesthetic was the direction that I 
wanted to go, the visuals were really compelling and 
they looked great, and so I thought that was the 
next thing that I felt was something that I wanted to 
work on. 

Q: Now that Myst V Is drawing the Myst series to 
a close, what are your reflections on the series and 
your part In It? 

A; I think It was a great run. It's a great honor to 
be a part of a franchise like that, that not only had 
the following but had cutting-edge... well, pretty 
much everything. Every game that they did had 
cutting-edge graphics, had cutting-edge sound, had 
storylines that were great, things that set It apart 
from a lot of other franchises. 


Since the publication of Myst In 1993, Cyan (now 
Cyan Worlds) has recognized and acknowledged 
that they have great fans. Avid fans. 

The fans of Myst games are well-known in the 
Industry as thoughtful, intelligent, and fiercely loyal. 
They often are envied for the close-knit nature of 
their community, and examined by the Industry as 
a "good example" of what a company would want In 
a fan base. Pans of Myst come In all shapes, sizes, 
and ages. Both males and females from around the 
world come together In the fan community to share 
one common love. Not simply a love of the games, of 
the books, or even of each other. 

They love Cyan. 


Tim Larkin Is an award- 
winning musician who 
has a gift for creating the 
perfect mood for any 
scene with his music. He 
has always been a 
favorite among the fans 
for his Inspirational work 
and his great attitude. 

Tim has done In-depth 
Interviews for Myst 
fansltes and has been a special guest In online 
chats with fans taking part. His willingness to 
share his passion with the community Is 
something for which they will always be grateful. 


From the Fans 

" The employees and personalities of Cyan have 
been uncommonly generous to us, the fans. Through 
fantastic searches sparked by a cryptic comment, 
the most devoted fans can get information long 
before it is released to the general public. Twice, at 
the annual fan convention known as Mysterlum, 
we've been the first to see something completely 
new. In July of 2002, we went on a live tour of the 
D'nl city lead by Rand and RAWA [in avatar form]. 
In 2005, we were witness to the first private/public 
viewing of the End of Ages trailer. 

Cyan never treats us as a strange group of 
crazed fans. We're people to them. They hang out m 
Cyan Chat with us, they know our names, and they 
patiently answer or cleverly evade our incessant 
questions. After aU, the mystery Is a huge part of 
this world. In late 2000, 1 had one 'Herby the elf 
comfort me about my upcoming surgery. Although 
he didn't know me, and I have yet to discover his 
Identity he talked with me... and reassured me that 
I would be just fine. He may not remember me and 
that encounter, but I know I shall never forget It. 

The most wonderful thing about Cyan Is: To 
them, we are fans, people, and friends.” 

— Amberle “Saphlra” Matthews, Virginia 
Myst fan since age 1 1 
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on Ms blog, hunting for clues about the next game 
or story being worked on at Cyan Worlds. And 
knowing Ryan, there's a clue in there somewhere.. 


From the Fans 

“Like a lot of [fans], I was a bit apprehensive of 
Tim taking over for Robyn Miller as musician at 
Cyan, but the music he wrote for the realMYST 
trailer and. Rime allayed my fears. Tim's music is 
very true to the quiet ambience established by 
Robyn in Myst and Riven, even in places as familiar 
as the desert of New Mexico. 

While the last two Myst games have Included 
beautiful, full orchestral sotmdtracks, Tim 
manages to create a subtle mood and haunting 
melodies with solo sopranos and exotic Masai 
chants. I can't wait to hear what's in store for 
me in End of Ages.” 

— Gary “Alahmnat” Buddell, Kentucky 
Myst fan since age 9 


Q: When did you come to Cyan, and what attracted 
you to It? 

A; Well, that's somewhat complicated. 1 was In Mgh 
school when my brothers moved up here and 
started working on Myst, so 1 was obviously 
attracted because they were working on a game and 
It was a cool tMng, and they were my brothers. And 
1 got to be Involved In little bits. And then I went to 
Seattle to go to UW [University of Washington] for a 
while and came back and ended up working at Cyan 
after doing some odd jobs after college. 1 think the 
attraction thing was kind of obvious; It just seemed 
like the natural thing to do (laughs). Am 1 supposed 
to work here? 1 think 1 have to! 


Q: What's your level of interaction with the fans, 
and what would you like to say to them? 

A; 1 have a pretty mlmmal level of Interaction with 
the fans themselves, I think. Occasionally there'll be 
a posting or something that m respond to on a 
[mailing list] or a forum, but It's rare. Music and 
sound doesn't come up as often as a lot of Issues, 1 
would tMnk. 

As far as what I'd say to [the fans]. Is thanks for 
their support over the years. It's been a great fan 
commumty, a real tlght-knlt commumty, wMch 1 
think developers really appreciate. It's rare; there's 
probably only a handful of developers that ready get 
that. 1 mean, you look at a lot of the trlple-A titles, 
maybe compames that do tMngs like World of 
Warcraft or have certain francMses that have been 
going for a while, compames like Blizzard and Valve, 
doing Half-Life, or the Doom community; there's 
definitely communities that follow them around, and 
they're very fortunate to have that. And 1 think we 
had that for pretty much the Ufe of the francMse, 
and 1 think we're really lucky to have had that. 


Q: Now that Myst V Is drawing the Myst series to 
a close, what are your reflections on the series and 
your part In It? 

A; Well, It's been fun. It's been... honestly. I'm glad 
It's coming to a close. I've been working on It, like 1 
just said, since Mgh school, Myst has been In the 
conversation, so.... It feels... while It's been great to 
work on them, and an exciting adventure, 1 guess 
you could say, I really am happy that It's kind of 
wrapping up. For one, we get to wrap the series In a 
cool way, and It can be over for the fans, and there 
can be kind of a completion to the whole thing. And, 
two, that we get to go work on something hopefully 
fresh and new and not have to deal with D'M rMes 
and histories and language and all that stuff 
anymore. I think It's good for everybody. 


From the Fans 

“If you're looking for the person responsible for 
your bald patches and eye twitching while playing 
Myst, look no further than Ryan MlUer. His 
creative genius, talent as a writer, and deep 
understanding of both the Myst universe and fan's 
minds allowed him to create puzzles that were 
unique and often difficult. Yet these puzzles would 
integrate the D'nl history and beauty of each Age 
perfectly, giving the fan a satisfied ‘a-HA’ moment 
at the completion of each one.” 

— Catherine “Jerle” Pagan, Pennsylvania 
Myst fan since age 36 


Ryan has always been 
good to Myst fans. When 
Ms novel, Inkarrl was 
published In S003, dozens 
of Myst fans were quick to 
pick It up and support Ms 
work by reading It and 
reviewing It for others. 
Many Myst followers enjoy 
reading Ryan's thoughts 


Q: What's your level of Interaction with the fans, 
and what would you like to say to them? 

A; My Interaction Is pretty limited. I'll go and surf 








on tlie Myst V project. 

It’s been exciting, it's definitely been exciting. 
I stUl talk to the fans, I answer questions and 
stuff like that too, but If s definitely exciting 
moving into the art side of Cyan Worlds. 


Q: So you came from the fandom? 

A; Yeah, definitely. It's a dream job. It really has 
been. It's one of those things that I always wanted to 
have, and I was very lucky to be able to pursue that. 

Q: Do you remember how old you were and where 
you were when you saw your first Myst game? 
Which one was It? 

A; It was Myst. It was in a classroom. The teacher 
was using Myst as a logic puzzle. Actually, my sister 
had kind of Introduced me to It. It's funny because 
she doesn't really play any of the games anymore, 
but she had heard about this game, and she said, 
“Ryan, you need to play this game!” So me and her 
were playing It, and then I really just got Into 
everything, and then Riven came out, and after that, 
I just stayed In the fan base and read aU the books 
and kept in touch. I've really enjoyed the experience 
I've had with the fans and all that fun stuff too. 

Q: How old were you when you first saw it? Do you 
remember? 

A; I don't remember, honestly. I just remember how 
it all happened. It's funny, because then while I was 
in high school, that same teacher who was showing 
us [Myst], we did some stuff on HyperCard, and we 
made our own little Myst tjrpe of game. He was one 
of those teachers that inspired you to go after your 
dreams. It's kind of why I'm here. 

Q: Do you want to give him a shout-out? 

A; Jim Norwood, yeah, definitely! But yeah, these 
Mysterla that the fans put on for the fans, it really 
does mean a lot to Cyan, and I don't know if they 
know that in particular, but we have such a great 
fan base. They've all been by us, they've always 
stuck with us, through good times and through 
bad. It's so good coming from that and seeing that 
side, and then coming to a place that knows that 
we appreciate that. They've had, what, five 
[Mysterlum Conventions] now, something like that. 

Q: Didn't they recently have one? 

A; They just had one in Chicago, and I guess they 
had 70-something people there again, something 
like that. And I mean, yeah. It's a small little group, 
but it's a good group. 


forums every now and then and make very rare 
comments. 

I think we've said it many times: they're just 
great fans. I am amazed at how much they put into 
being a fan and put into the games and keeping 
the Interest level going at some level. I would thank 
them again for that, and for their support. They're 
Eilways incredibly supportive of everything we do, 
even supportive in criticism and in what they like. 
So I thank them, and I hope they enjoy Myst V. I 
hope it's a worthy game to end the franchise that 
they've been following for so long. I hope we were 
able to satisfy them and give them a good 
conclusion to the whole thing. 


Q: When did you come to Cyan, and what attracted 
you to it? 

A; Well, I started two years ago, approximately. And 
what attracted me to it was always seeing these 
brand new worlds and all the art, the art side in 
particular, and the logic puzzles. It seemed like this 
great company to work for. 

I started getting really heavily into the fan base. I 
was a part of the Mysterla and stuff iike that, little fan 
gatherings, and I had started talking to RAWA and a 
whole bunch of the artists at the time. I was living In 
Minnesota and decided to just move out here for the 
heck of it. I transferred with a bookstore at the time, 
but I had gotten a degree In multimedia design and 
was doing that on the side, fun stuff like that. But I 
was actually hired at Cyan for a Community Manager 
position for the Uru live project. Well, as that ended 
unexpectedly, I was given the chance to take over 
other things and learn new things, so right now I'm 
actually a production assistant. I'm helping with 
animation and helping the artists in any way possible 


Ryan Warzecha 


Ryan was a strong 
supporter of Cyan and 
active community 
member for years before 
he moved to Spokane and 
began working at the 
company. Since his move 
“Inside,” Ryan has not lost 
touch with his friends in 
the fan base, which has 
served to amplify fans' 
affections for him. He replies to the questions and is 
able to offer great information to those who seek to 
learn more about Cyan and their work. 
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enjoy Myst V, and I hope they like It as a game, 
and again, we appreciate them for sticking with us 
through thick and thin. 


From the Fans 

“Mysterlum means to me the gathering of my 
family. There are no strangers in the Myst 
Community. I will always be Indebted to Cyan for 
bringing to me a large family. That Cyan allows 
us to remain as one Is the greatest honor In my 
long life.” 

— LuclUe “Memlki” Call, Minnesota 
Myst fan since age 54 


Eric Anderson 


Eric “LemonLlme” ’’ ■ 

Anderson Is known for --/ij 

his quick wit and even 

quicker rendering of 

stunningly realistic Myst 

scenes. Many fans got to - 

meet him during a 

Mysterlum Pan 

Convention in Spokane, V / 

and he regularly partlc- 

Ipates in the Cyan Ghat 1*^' 

room. Eric Is also a photographer and hls pictures 
have been admired by fans for years. Whatever 
project has Eric working on It, fans of Myst know 
that It will be exquisite. 


Q: Now that Myst V Is drawing the Myst series to 
a close, what are your reflections on the series and 
your part in It? 

A; 1 think the series as a whole Is an excePent series, 
and 1 think Myst V Is Just a great way to leave. It's a 
good story, and I'm very proud to have worked on 
that project. It's a good story It's a good way to leave, 
and I hope the fans enjoy It. I think they wUl. 


From the Fans 

“Ryan. Hmmm... Exactly how does one make an 
Imaginative quote about someone whose job It Is 
to be Imaginative? It's a duty bound for failure, 
and that's what makes It precisely not appropriate 
for Ryan. Keeping tabs on game development as a 
Producer, dealing with the high-stress pitfalls of 
Live Content Analyst, and yet It's apparent in his 
correspondence and hls personal sites that he still 
has time to have fun. I'm glad to see that playing 
games and creating them don't have to be 
mutually dissimilar experiences, but it takes those 
like Ryan Warzecha to pull It off.” 

— Bryan “Blue Max” Siegfried, Ohio 
Myst fan since age 24 


Q: When did you come to Cyan, and what attracted 
you to It? 

A; I've been at Cyan since the middle of 2000, and 
at the time, they were just starting work on what 
was to become Uru. At the time. It was being pitched 
more as...weU, we didn't know what It was called, 
but it was a massively multiplayer, Myst-style game 
in real-time 3D. I'd been a long-time fan of Myst and 
Riven, especially having gone through art school 
and being a big fan of their art style, that's what 
really drew me to It. It's so visually rich. 

At the time, I was getting Into 3D graphics and 
had been working In post-production, doing 
commercial work and that sort of thing. I came out 
here and Interviewed and found out that they were 
going to be doing a real-time 3D... essentially a 
sequel, even though It wasn't technically a Myst 
sequel; It was Uru. I got totally hooked. I was Uke, 
“Oh my God, I didn't think you guys could do this. If 
anyone's going to do a real-time game this rich, 
rightly so. It would be Cyan.” 

So that's what got me hooked, and here we are, 
five years later, just finishing up on Myst V, and 
It's been Interesting. 


Q: You sort of touched on this before, but I'E just ask 
again. What's your level of Interaction with the fans? 
A; I still talk to them on forums, and I still have 
some of the fans on my messengers, and they go 
to my website, and I talk back to them through 
that, stuff like that. I still talk to them pretty much 
dally, and I always read what the fans are thinking, 
what they're speculating. That's what's always fun. 
Is just to see what they're thinking it's going to be. 
They see a screenshot and they say, “What's this 
place? Let's dissect It and figure It out!” That's 
what excites me. 


Q: Do you remember your first experience 
seeing Myst? 

A; Yeah, I had bought my very first PC with my 
own money. It was the very first PowerMac that 
they ever made, back In late '93, early '94. It had a 
CD-ROM drive, and I thought, “I guess I'd better try 


Q: If you had anjhhlng to say to them as a whole, 
what would you say? 

A; I don't even know, particularly. I hope they 
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to find some cool software to run on this.” I didn't 
plan on getting one. And this Myst game was really 
hlg, 1 heard about that. So I picked that up, and 1 
just got sucked In. 1 played It every night for a 
month and got totally hooked. 1 was actually in 
school when Riven came out, and It was the same 
experience, only more so. I have nothing but good 
memories of both of those games. 


My level of interaction with them has been on chat 
rooms. There's several fans who MSN me regularly, 
and we chat directly. It's really good. As far as what to 
say to them: thanks for playing our games. I hope that 
Myst V specifically Uves up to the standards that 
they're expecting. It's a hard bar to Jump over! 


Q: Now that Myst V Is drawing the Myst series to 
a close, what are your reflections on the series and 
your part in It? 

A; 1 think, as a whole, the series Is very successful, 
and 1 think that the Myst franchise avoided a few 
possible pitfalls In that It was done by three 
companies all told — ^you have Presto doing Myst ni 
and you have Ubl doing Myst IV— and they both did 
fantastic work. And 1 think us coming bask to do the 
fmal game In the series and being able to contribute 
to closing It up correctly Is reaUy fulfOllng. I don't 
think 1 would have felt as good about It if It had been 
another company ending the story. After having 
been here five years. It's hard not to take ownership 
over the world and over the characters. 1 hope we're 
doing It Justice, but obviously the fans wUl be the 
ones to determine that. 


Josh Is one of the ' i •* ' u . ’ ■ 

reasons the Myst worlds l -.{•*' . 

are so photorealistic. He ■ ^ T 

has brought the Ages of •! — 

Myst to life for many ' , ‘ ' / . » -- i 

fans who follow his work, i: _ 

both at Cyan Worlds and t 

outside, with great | 

Interest. Josh has 
Inspired many budding 
young artists In the Myst 

Fan Community to try their hand at 3D modeling, 
computer graphics, and Age creation. Josh's 
boundless vision and creativity have been and 
will continue to be an Inspiration. 


Q: When did you come to Cyan, and what attracted 
you to It? 

A; Well, I first came to Cyan In the spring of 
1994, BO this Is my 12th year here. 1 actually 
didn't expect to do this for a living, but 1 was 
attracted to the team and the quality of the work 
that was going on. 1 came here right after Myst 
was completed, so It definitely seemed like 
something new and exciting and of good quality, 
so It was something I wanted to be a part of. 


Q: Speaking of the fans, what's your level of Inter- 
action with the fans, and what would you Ike to say 
to them? 

A; I've been Interacting with the fans since 1 got 
here, and there's a really, ready ready supportive 
and strong fan community for Myst. And 1 didn't 
know that when 1 started here. 1 was ike, “What? 
There's fans? What?” And as 1 got to know some of 
them, 1 realized that the fan base was ready, ready 
important to the franchise. They're the ones who, ad 
through the games we've worked on, have ready 
gotten the word out there and told their friends and 
given us support and feedback. It's been ready good. 


Q: Had Myst taken off at that point? 

A; Yeah, I think It had Just started to take off. I'd 
actually kind of turned Cyan down a couple of 
times. 1 was In college at the time. But it was one 
of those things where It Just seemed like such a 
good opportunity that 1 came over here to work 
for them. 


From the Fans 

“One of the great things about Eric Is how much 
he would, hang out In Cyan Chat. He was just as 
much a fan as any of us. Plus, his artwork was 
simply brilliant and served as an Inspiration to 
me during my schooling In animation (and today, 
too). I got to meet him during Mysterlum one 
year, even, and a couple times In Uru. He ' s just 
been a great part of our community.” 

— Brian “SR388” Hagan, Pennsylvania 
Myst fan since age 14 


Q: Now that Myst V Is drawing the Myst series to 
a close, what are your reflections on the series and 
your part In It? 

A; 1 think It's been great. I've always looked at us 
as a unique, creative company, and this franchise, 
the Myst franchise, has ready exceded In Its story- 
telling and In Its visuals, which are the two things 
that 1 care the most about. So I'm ready proud of 
what we've been able to do. 
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new medium. I thought that was engaging and fresh. 


From the Fans 

“Watching [Cyan Worlds] grow over time you can 
see the artists' work evolve and Improve. Josh's 
work Is a prime example of this. From the CG 
work on his site, to projects like The Mantis Parable, 
his work Is a stunning example of what the 
dreamers at Cyan Worlds can create.” 

— Keith “Tweek” Lord, Portsmouth, England 
Myst fan since age 16 


Q: Do you rememher how old you were and where 
you were when you first saw Myst or Riven? 

A; Myst, I was working as a youth minister. It was 
In '94 or '95, so I was S4. And I actually used It In 
a Sunday school class. 


Q: How did that work? 

A; It worked pretty well. I just had people play 
portions of it and talk about the themes behind the 
game. It was maybe more strongly presented in the 
books and In the baekstory the theme of whether 
the D'ni actually created these Ages that they were 
Linking to or whether another entity, another being, 
made them and they had some responsibility for 
taking care of them. And that's where the crux of 
the tension was between Atrus and Qehn. 


Q: What's your level of Interaction with the fans? 

A; I don't have too much of a connection. I do lurk 
fairly often on the boards, so I'm familiar with a lot 
of the things that go on. I do get some communi- 
cation with fans through some of my own sites. 
They contact me there, and I love emailing them. 
It's a great, great, really supportive fan community. 


Q: Now that Myst V Is drawing the Myst series to 
a close, what are your reflections on the series and 
your part In it? 

A; Oh boy. Um. It's been a long journey, (laughs) I 
hope that the final game Is enough of a closure for 
folks. I think It Is. The gameplay Is probably my 
favorite of all the games, and that's saying a lot, 
because 1 really enjoyed all of them. There's still so 
much baekstory that hasn't been told that could be. 
I know that Rand's working on another book, so 
that'U be exciting to see. We don't even know what 
happens in there. It's exciting, and It's sad. We're 
all a little anxious to get onto something different, 
just for a change of pace. 


Q: ViThat would you like to say to the fan 
community as a whole? 

A; Just thanks for all their support and encour- 
agement. We certainly have appreciated all of the 
hard work that they've done on our behalf, 
supporting Myst and keeping the fires burning 
when sometimes we're a little bit frustrated. 
They're always looking forward to what we've got 
to offer them, and that's a great feeling. 


Known as GyanBUl, Bfll Is ^ j 

another weU-loved and t 

admired member of the V'^C 

team at Cyan Worlds. BUI 

shares his joy of Intel- • 

Ugent games and j ^ 

adventure with all who 
talk to him, and his 
enthusiasm Is contagious. 

Bill Is thoughtful and kind 
and his words carry great 

weight among the members of the community. BUl's 
online blog shows his talent for the written word 
and flexing his gray matter. 


Q: Do you think It's time to sort of wrap Myst up? 
A; 1 think so. It's run a pretty good course. We've 
had a lot of different Ideas along the way of things 
that just wouldn't fit with the Myst series, and 
we're all kind of chomping at the bit to try some of 
those things. 


From the Fans 

“If I had to compress to one word, the 
Impressions that I receive from Bill concerning 
his work and role In the gaming community, it 
would have to be ' passion. ' Along with a gnomish- 
type glee at being able to do what he does, he 
leaves you with the feeling that he really enjoyed 
the time that he got to spend with you. 

During [a] visit to Cyan's headquarters. Bill 
showed a few fans some before-unseen game 
content. While I was immensely Impressed with 


Q: When did you come to Cyan, and what attracted 
you to It? 

A; 1 came to Cyan hi October of '99. 1 guess what 
attracted me was I'd played Myst (and then later 
Riven) and was just really excited about the Idea of 
being able to teU stories In what at the time was a 
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Q: What's your level of interaction with the fans? 

A; 1 had a lot more kind of front-line interaction 
during Uru. 1 spent a lot of time as the Interface 
between the people on the test servers, the beta 
testers, and the developers. But since then, I've 
tried to step back a little and take a breath. It's a 
tremendous source of information. The 
community's a tremendous source of information 
for us. It's a great resource, even as a developer, 
and 1 don't know if they realize that. If there's 
some facts we want to check. It's a great place to 
go. We oftentimes get information quicker from 
them than we do from amongst ourselves, (laughs) 
And it's a great community full of really 
wonderful people. 1 play a lot of games. I'm involved 
as a player In other communities, and the Myst fan 
community by far Is the most mature and well- 
intentioned and fun group of people to be with. 


Richard “RAWA” Watson 


proofreading at Cyan, he's protecting his ice cream 
from evil penguins. 

Q: When did you come to Cyan, and what attracted 
you to it? 

A; 1 came to Cyan in 1992. 1 met Rand in August 
of 1992, 1 think. 1 had friends that knew him, and 
they knew that I wanted to work with computers, 
so they offered to introduce me to him. They 
didn't really know what he did, and they didn't 
know anything other than Just offering to 
Introduce me to him. And so I went over to his 
house, and he was working on putting a little 
animation on the water coming out of the spigot 
In [the] Stoneshlp [Age In Myst]. And 1 was 
Impressed by It, because I had an old Apple lie, 
and It didn't have anything like the graphics In 
Myst, so I pretty much knew that day that 1 
wanted to work here. 

Q: So you've been here for 1 2, 1 3 years now, right? 
A; It's getting up there, yeah. 1 was hired at the 
end of September 1992. 

Q: You worked on the original Myst then. 

Yes. 


Q: Okay, so you've been here throughout the whole 
development process. So now that Myst V Is 
drawing the Myst series to a close, what are your 
reflections on the series and your part In It? 

A; It's been a lot of fun. It's been a lot of work 
and... I don't know, (laughs) 

Q: How do you feel about the series ending? 

A; Oh... I don't really like to close any doors. This Is 
closing, but It could open up Into anything else. So 
It's hard to really view it as an ending. 


Richard Watson Is one of 
Cyan's most notable and 
most ambiguous 
characters. RAWA Is 
adored worldwide by fans 
of Cyan's games, and Is 
most recognized for his 
historian and linguistic 
roles. ViThen asked how he 
got the nickname RAWA, 

Richard explained that It 
comes from his full name, 

Richard A. Watson. “In 
high school, I initialed everything 'RAW.' When I 
got to coUege, our usernames for the computer lab 
had to be four letters long. I tried to think of what 
would be good to add to RAW to make It four 
letters, and liked the sound of RAWA. It pretty 
much stuck as my nickname In college. I don't 
remember how It got started at Cyan, but It Is 
probably from when we first got our email 
accounts.” When RAWA Isn't busy writing and 


From the Fans 

“Myst is much more than just the puzzles; it's 
about exploring worlds, discovering civilizations, 
unearthing secrets.... The strength of the Myst 
series relies In that driving force that makes us 
want to learn and understand, uncovering the 
past to build new futures.” 

— Ian “Navah” Gazzotti, Italy 
Myst fan since age 14 


what I saw on the monitor, what left the lasting 
Impression was the emotion coming from Bill. This 
wasn't Just another accomplishment or milestone 
he was showing us, he was giving us a small part 
of his passion, his love, and his world.” 

— ^Roy “LRBolt” Smith, Texas 
Myst fan since age 41 
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leaving some questions unanswered, so the fans 
have things to think about, discuss, debate, etc. 

And having the patience to plant those seeds 
and waiting years and years to seeing those seeds 
producing fruit (as it were) Is one of the things I'm 
proud that we have done with the Myst saga. 


From the Fans 

“RAWA is exceptionally dedicated to the Myst 
universe and Its fan community. As a D'nl 
Historian, he ' s responded to numerous e-mails 
and forum posts In a depth that Is not often seen 
elsewhere. It Is this Interaction with the fans and 
commitment to the stoiy that makes Myst more 
than a game. It is what makes us more than 
players; It makes us explorers and friends.” 

— Andrew “Deg” Chernauskas, Pennsylvania 
Myst fan since age 12 


Q: Do you have any humorous or Interesting 
anecdotes about the correspondence you've gotten 
from fans? 

A; I've had a lot of bizarre emails over the years, 
from people who want to get jobs here and send In 
wacky emails and sending us packages. 


Q: You among everyone at Cyan probably have 
the highest level of Interaction with the fans. 
How do you interact with them, and what do you 
have to say to them? 

A; I'd Just like to thank the fans, because they give 
us a lot of support. Basically, 1 Interact with them 
via email. I answer most of the fan maU. There's a 
mailing list that 1 participate in occasionally. We 
have a Cyan Chat room that 1 haven't been In In a 
while, but 1 used to spend a lot of time In there. 


Q: Weird packages? What have you been sent that 
sticks out In your mind? 

A; The most clever guy Just kept sending packages 
as If he was in the future and trying to get 
messages back Into the past to us. (laughs) 


If there is one person 
who Is synonymous with 
Myst and Cyan, that 
person would be Rand 
Miller. Since founding 
Cyan with his brother 
Robyn nearly 1 5 years 
ago, he has remained the 
constant driving force 
behind all of the 
company's ambitious 
attempts at reinventing 
Interactive entertainment. 


Q: ViThat do you think sets Myst fans apart from 
fans of other video games or entertainment? 

A; There's such a wide variety of ways, 1 wouldn't 
say there's one thing that's different about them. 
But they like to pay attention to details, they like 
story with a lot of background to It, that kind of 
thing. We try and give them what they hke. (laughs) 


Q: Do you feel like they get out of the games what 
you put Into them? 

A; Pretty much, yeah. There's stUl some things that 
we have in there that they haven't figured out yet, 
but not many. 


SPOILER WARNING: This Interview reveals key plot 
points about Myst V, Including the ending of the 
game. If you haven't played through It yet, you might 
want to hold off on reading this section until you've 
done so! 


Q: Can you give one of them away? 

^ Um...I'm trying to think of something. 1 know 
there are a lot of things where we plant seeds, 
and we Just let them go, some things we don't 
Just give away. We Just keep gradually giving 
more pieces of the puzzle until the fans can put 
all the pieces together themselves. 

One example of that Is the relationship between 
the D'nl letters and the D'nl numbers. All the 
pieces were there, and it took many years, but 
eventually the fans put that puzzle together all on 
their own. We think that having questions Is more 
interesting than getting all the answers. So we try 
to have a balance, answering some questions and 


This interview was conducted on July S8, 2005. 


Q: Are you pretty much done with Myst V? 

A; Yeah, I think we're wrapping it up. I mean, we're 
still doing some testing, and some stuff we're 
waiting on from Ubl, Just some localization stuff 
and manual stuff that they're In charge of But 1 
think we're pretty darned close. 
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Q: It's a very cool game. 

A; Yeah, It's all right. This was the fastest game 
we've ever done. It was a little over a year and low- 
hudget. Other than Myst Itself, this was the lowest 
budget we've ever worked on. So It was a tribute to 
our team, being able to pull that off. 


Q: Were any of the assets intended for use In 

Uru Live? 

A; I think there was some design work that was for 
Uru Live. There was so much stuff for Uru Live, 
story-wise, where that was going, and all those 
things. So some of that we Just adjusted, because 
Uru Live had a large story arc, and we were going 
to get to some of these places, but we needed to 
adjust certain things to pud back into just the pure 
Myst stream. So we did that. 1 don't think we had 
anything built, per se, or If we did, we rebuilt it, 
because the Interface Is a little bit different, with the 
polnt-and-cUck, first-person only, all of that. But that 
helped though, having all of the design work and 
some of the Ages already laid out or thought out 
helped with the expedited nature of the beast. 


Q: And having an experienced team also must 
have been an asset. 


From the Fans 


“After my early Introduction to the Idea of the 
virtual worlds In Myst, Uru was a natural 
extension Into an interactive, gentle, and peaceful 
world. Sharing delight in beauty and pattern, 
storyline and adventure, was the ' coup de grace ' 
In enriching my great fondness of these amazing 
worlds. Memories of sitting by the fountain in my 
'neighbourhood' listening to a fellow traveler 
enchant us with his song, while the gentle 
murmur of water echoed In cavern will remain 
with me always, like recollections of trips to 
faraway places. Reading about the intrigue and 
lore of the D'nl and the Restoration effort sent 
tingles up my spine. More than an epic watched 
or novel read, this was for me! Where else could I 
share In this discovery of wonder but In the Ages 
Beyond Myst — Uru?) And 1 stlU do!” 


— Joe “RR_Caz” Pedrosa, Ontario, Canada 
Myst fan since age 40 


Q: Yeah, 1 think all of ue are. 

A; Yeah, It was... kind of off-the-record, but the 
saddest thing about that Is.... It's not bad to fall. 1 
don't ever mind failing. It's when you're not 
sure.... Because you can always learn from falling. 
It's like, “I failed. Okay, good, let's learn from that.” 
But we're not sure what we learned, because we 
didn't really do It. We needed three months to 
ramp It up and see what happens. And we (makes 
a cutting motion) didn't get there. 


Q: It's tricky. I just did an Interview with a Myst 
fansite, and they asked me what my take was on 
Uru Live. And I said that I wished everything 
would fall so weU. It was really elegant. It was 
really ambitious. 

A; Yeah. It was just... well, our resources were 
spent. And at some point, we needed outside 
funding for another three months, and I don't 
think Ubi wanted to go there, so It was just “chop It 
and go.” Which Is a shame. I mean. In the end, even 
if It had failed, everybody could have learned from 
It, the whole content rollout thing, let's see how 
people respond. And If the Industry would have 
known If people want that or don't want that, that 
would have helped everyone. 


A; Oh yeah. These guys are so good, and they know 
the engine. We adapted the engine, pulled out the 
multiplayer stuff and made It work in some other 
ways that were conducive to the Myst series. It 
worked well. We're still sad about Uru, but.... 


Q: It was a totally different model. You had never 
seen a game promising to deliver more content. It 
was all about “here's a new sword you can wind up 
with if you take on these quests” or whatever. 

A; Yeah, anyway, that's a side note. 


Q: All right, well, what did you and the team set out 
to do with Myst V? 

A; The story arc for this piece of the Myst story 
always ended In our minds where Myst V ends. 
When people play it, they'll realize that It wraps up 
one story nicely, and It opens things up as weU. 
Any story does that. You wrap up your piece of the 
story and branch Into other things. That's what 
Myst Y does. 

So those pieces have been In place for a long 
time, to go to this part. As far as doing It at this 
point in time, 1 think everybody was ready. Myst Is 
certainly played out. WeU-recelved, but losing some 
of Its freshness. So we tried to do a few things 
unique In Myst Y to relnvlgorate It. One was the 
real-time 3D, which was unusual. Why would you 
end It by making such a dramatic change? Well, 
why not? 

But, story-wise as weU, It was a good time on 
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this fifth one to get us to that point. It'll he Inter- 
esting, because I've said this to a few people: Grand 
finales are always about fireworks and fanfare and 
explosions and trumpets, but nothing In Myst Is 
that way, so Myst Vs no different. We held to the 
quiet and yet very substantial effects to what you 
play or your decisions and choices. And I think It 
works well. 

We brought In the older character for 
continuity Yeesha, and we've got a new character 
for freshness and to do some things we weren't 
able to do before. 

It was good timing for all Involved. It also 
allows us to move onto other things and keep us 
motivated and alert and awake, (laughs) 


Q: To go off on a bit of a tangent, when you say 
that Myst had been sort of “played out,” was that 
what you were trjrtng to say at the end of the 
game, when you wind up back on Myst Island, and 
It's fallen Into disrepair? 

A; I think some of that was Just to... yeah, good 
point, and there's a deeper statement there. Even 
D'nl Itself, for people who knew Uru, we tried to 
make people realize that It's not what they 
thought, that there Isn't some wonderful paradise 
where everything works perfect and there's no 
troubles and society's wonderful. And even In Uru, 
we started revealing pieces of that. 

So with the final Myst Installment, we wanted 
to let people know that Myst Island does like 
everything else does. It runs down. It runs down 
and runs out, and It's the people that keep things 
fresh and nice and make up what places are. And 
so, yeah, there was something there about It. Some 
of It Is Just shaking people and going “no, no, no, 
no.” You expect one thing, but that's not how life 
works all the time. There's some Interesting 
parallels with the whole arc of the story as weU 
and our real-life story arc. 


there. We decided early on, let's not try and wrap up 
everything. In fact, If anything, there may actually 
be additional questions after Myst V ends, but they'U 
be separate from where Myst went, and there'll stUl 
feel like there was stUl some closure, that there was 
a reason this wrapped around In the way It did. You 
can finally see where It all went. 

And It was more Important to us to... If I say too 
much. I'm going to give away ending stuff. To the 
previous point, one of the things we did want to 
show was Myst Island. We wanted to go back to 
Myst Island. We wanted to show that It's not neces- 
sarily what you'd expect, although that also gives 
away some stuff.... 


From the Fans 

“I have always been interested in 3D graphics and 
fantasy-llke realities. So when I first saw Myst, I 
was blown away. It Inspired me to really push my 
limits at making 3D computer Images and always 
trying to make It look the very best 
I can.” 


— ^Marcel Paans, The Netherlands 
Myst fan since age 14 


Q: This interview will be appearing after the 
walkthrough In the guide, so I don’t think we need 
to worry about spoilers. 

A; Okay. Well, one of the things we wanted to do 
was get people to Releeshahn. It's the “promised 
land.” We've held out that carrot forever. That's 
where the new D'nl started. In the novels early on, 
that's where It was rebuilt, and people have wanted 
to go there. 


3: You obviously had to cover a lot of ground with 
Myst V. What are some of the things that you 
knew you had to get Into the game, things that you 
couldn't end the story without having In there? 

A; That's cool. WeU, without giving away too much. It 
was Interesting, because we had a decision to make 
early on about how much ground to cover. 
Sometimes If you try to cover too much ground. It 
almost feels like you've got a sermon; you've Just got 
to get the points across. And we didn't want to go 


You can't play the whole game there, though. 
That's a whole different thing, that's a new start, a 
new beginning, a whole new aspect of the story 
that we didn't want to go to. This one, though, can 
end by at least you seeing that It Is a real place 
and saying you got to go there. And that was the 
most Important thing. 


Q: Would you say that Releeshahn was used In 
Myst V the way that D'nl Itself was used In Uru? 

A; Yeah. Together with the story In the books and 
the games, D'nl was always the place people 
wanted to go, and In Uru you got to go there. In 
this one, we wanted to do the same thing. We knew 
where the fans wanted to go and what was an 
Intriguing place. 
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And franMy, the whole “promised land” story Is 
a wonderful one. That's what people want. They 
want a new, fresh start. They want a place that 
they've never been, to explore, to feel like they can 
start over. And what a great way to end, to have 
that there. So It worked weU. It's been In there for 
a long time. 

At the same time, It wasn't just Myst Island we 
got to revisit. We got to start in the very prison that 
you were In at the end of Myst and actually get out. 
That door wasn't blocked anjmiore. You could Just 
walk through that door, which Is something that I 
think Is fairly satlslying for people. 

And another thing that people have wanted to 
do Is journey downward [to D'nl], to take some of 
the journey that's written about In the books, to 
walk down to some of those places. And In the 
book. It was a multi-day journey, so you can't make 
that a game, but you can at least see some of the 
highlights and some of the pieces. You get to 
experience It a bit. That was Important as well as 
far as what things we wanted to bring forward and 
wrap up. 


Q: So to extend the metaphor then. If D'nl was 
used as the carrot for Uru, is Releeshahn the 
carrot for whatever you're going to be doing next? 
^ D'nl was the carrot to get people into Uru, but 
D'nl was dead. There was nothing there. So It was 
a great carrot, but it had no life other than what 
the people from Uru brought, and the interesting 
history [of D'nl]. Releeshahn's where the life Is. 

Now, with that said, 1 don't want people to think 
that we've tricked you. It's not really the end, we've 
got It In our plans to do all of this. Right now, we 
don't have any plans. We love having that door 
open. We love the Idea of the promised land and all 
the stories we can teU there. 

And even the novel, the fourth novel. Is based 
on that. If we ever get It done, that's exactly what 
It's all about. In fact, in the extended edition [of 
Myst Y] In Europe, we've Included the first 
chapter — or preview chapter — of that novel, just 
to kind of tie things together. But right now, 
that's the only thing that's In our plans, story- 
wise, In the whole Myst franchise, just to write 
that fourth novel. 

As far as the game goes, we've no plans to go 
to Releeshahn, no secret, subversive Ideas to bring 
It back. 


Q: There's no Myst VI secretly In the works? 

A; (laughs) No, no. Now that doesn't mean that 10 
years from now — everybody knows how this works. 
At some point, you go, “Hey, we should look at that 
again. It would be Interesting to revisit that.” 


Q: “Let's get the band back together.” 
A; Yeah. But, right now, no plans. 


Q: Going off In a different direction, where did the 
idea for the Bahro Tablet and Slates come from, 
both from a story and a gameplay perspective? 

A; Boy, that's complicated. It's been around for a 
while. There's a rich history to the Bahro, which 
people never find out. It was part of what was 
going to come out In Uru. Myst V kind of hints at 
some of It, and you get bits and pieces. The Bahro 
weren't something we threw In at the last minute 
for Interesting stuff. There was a parallel devel- 
opment of the Bahro and the D'nl that Is very 
complicated. 

So in Myst V, we wanted the Bahro to play a 
large role. That was part of wrapping this up. And 
if you played Uru, you know that we started 
hinting at that In there. We also wanted you to 
communicate with them, or have the potential to 
communicate with them. But If you know Myst, 
you know that we're certainly not going to throw 
up dialog boxes, and they don't seem to speak any 
kind of language that you could understand 
anyway. So early on, tying it into their larger story. 
It seemed that the most natural and best way to 
communicate with them Is to write. 

And that's where the Tablets came from. We 
decided to build some technology so that you can 
write sjmibols to them and they'll understand. It's 
rudimentary, and of course you can always do 
better, but we thought, wouldn't It be Interesting to 
give people a taste of Writing? Write something on 
the Tablet. The Bahro either recognize It or don't 
recognize It, depending on how well you did, and 
the world changes because of stuff they do, or 
apparently what they do. And It works well. I'm 
real happy with the way that turned out. 
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Bahro Etchings 

One often overlooked window Into the Bahro culture Is their method of plctorlally representing Important 
historical events. As their would-he liberator, Yeesha Is a central figure In their culture, and the sharp- 
eyed fan will see her family's story told through a series of Bahro etchings in MystV. 




D'ni falls, in part due to the Catherine's home Age of An adult Yeesha leaves her Yeesha and the D'nlRestor- 


repercusslons of the actions 
of Yeesha's great-grand- 
mother, Anna (Ti'ana), as told 

In The Book of D'ni. 


Riven is destroyed by its own 
Internal instability, but not 
before she and her people 
escape to Moiety (as seen 

in Riven). 


father and mother in 
Tomahna and returns to the 
Cleft where Atrus was raised 
in order to begin a journey of 
self-discovery. 


ation Council (DRC) embark 
upon conflicting methods to 
revive D'ni (from Uru). 


Atrus and Catherine arrive on Catherine gives birth to her 
Myst, following the events in third child, Yeesha, in 
The Book of Atrus. Tomahna, just prior to the 

events of Myst III: Exile. 


In D'ni, Yeesha meets a D'ni Yeesha meets other D'ni 
Writer who teaches her the in her Quest for the 


Art of Writing Ages. 


Bahro Tablet. 


Atrus and Catherine settle in Slrrus and Achenar escape 
Myst with Slrrus and from their prisons, and 

Achenar, prior to the events Yeesha is kidnapped (from 
relayed in Myst. Myst IV: Revelation). 


After the death of her teacher, 
Yeesha encounters the Bahro 
and commits herself to 
championing the cause of 
the Least. 
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Q: ViTtiat happened to Catherine? At the end of Myst 
V, Atrue says that he wishes that she could have 
been there to see Yeesha's success. Is she no longer 
with us? 

A; “No longer with us,” that's a good way to put It. 
At some point, mayhe there will he a short story of 
that or whatever, hut right now. It's just very vague 
and she's no longer around. 


3: Esher's a pretty intriguing character. What can 
you tell us about his origins, In terms of his story 
and your process of creating him? 

A; We had always had plans In the story arc to 
finally meet some D'nl. There would have been 
some that would have been young enough [when 
D'nl fell] that because of their long life span [would 
stUl be alive]. It would be great to finally meet 
actual D'nl people. There were halfhngs and 
quarterllngs and whatever — mixed blood — but 
wouldn't It be Interesting to bring them back? 

At first, actually, Interestingly enough. In 
Myst V, we were going to bring back multiple 
D’nl Writers or historic figures. And it became 
apparent that that wasn't a good way to build 
characters. If there's too many, you lose the 
ability to build any depth Into them. And so we 
thought It would be better to just bring one more 
complex character In. That's where that came 
from, somebody who would have a perspective 
that might throw a loop — once again — In the way 
you thought of D'nl, and the way you thought of 
Atrus, frankly, and Yeesha. It's like, “Walt a 
minute, maybe I'm looking at this from the 
wrong perspective. This guy Is coming at this 
from a D'nl perspective. He's been here. I think I 
know what D'nl and what Myst Is and what Atrus 
Is and what they've done, but this guy Is a part 
of the civilization that fell because of Atrus 's 
grandmother. Boy, I never thought of It that way.” 
And that's where we wanted to go. It follows the 
same kind of Idea of bringing In a weathered 
Idea, that this might not be what you thought. 


Q: Through Yeesha's journals that you find during 
your descent Into D'nl, you get an Idea of what 
happened to her between Myst TV and Uru, which 
led her to becoming a champion of the Bahro. Is 
that ever going to be presented more explicitly or 
Is that going to remain backstory? 

A; I think It works better as backstory. Boy, there's 
so much Information; that's a great question. 
There's so much there that aU we did was hint at: 
befriending that Writer, learning from him, having 
the death. That was all stuff that I think was more 
likely to come out as part of the Uru experience. 
Just touching on the highlights or having her kind 
of give some highlights Is probably as deep as we'll 
go. Who knows? The story's there. 

I want people to realize that we've still only 
seen a small window into the Myst universe. The 
story's so broad. It doesn't mean you've got to tell 
every Inch of the story. Getting those windows 
Into It — getting satisfying windows Into It — Is 
what good storytelling Is about. And so we have 
to make sure we pick the windows that are the 
most satisfying, and that might be a bit lean In 
any kind of a linear format. I don't know. It's 
something that we'll discuss. 

Overall, I think our mindset Is to move forward. 
It would be much more satisfying, speaking purely 
hypothetically future-wise, to get us to Releeshahn, 
get us to the new stuff, turn that corner and get us 
there, and reveal more of the history In flashbacks 
or In discussions or In revelations and move 
things forward. 


Esher and the Bahro 

The Bahro 's version of their interaction with 
Esher Is told, in four pictographs found in 
Uolohen. They detail his arrival in the Age after 
the fall of D'nl, the construction of his 
laboratory, and the experiments he conducted 
upon the Bahro, using the paralytic poison of 
the snakes native to the Age. 


.wttt'-aan aew 






The Myst Franchise 


Q: If you think of the Myst games as being “Atrus” 
games and the Uru games as being “Yeesha” 
games, Myst V ties them together very elegantly at 
the end. Did you always Intend for Yeesha and 
Atrus to meet and reconcUe, or was that just a 
really good way to quickly tie off the story threads 
from the two series? 

A; No, I think we didn't always plan that. We 
thought more that Atrus would fade out of the 
picture and Yeesha would take over. In fact, the 
continuing story has even more along that line. 

But back to the point, no, it just seemed like 
exactly what you said. As part of this wrap-up, it 
seemed so appropriate and so wonderful to have 
that burden of this shattered family lifted visually 
by having them have that connection. That was 
something that, when it came up, we all just knew 
it was right. 

And actually, as a little side note, it's been a 
long time. Atrus is an old guy. And at one point in 
the speech, even at the beginning, the intro 
speech, he makes a small comment about going to 
great lengths to watch the end be written. It's just 
a comment you just gloss over if you're just 
listening to the intro. But he has done things to 
preserve himself to see how this all plays out. He 
wants to see what happens. And there are methods 
for him to make that happen. In other words, he 
wanted to not die before he saw what happened, 
and he made sure that happened. 

Q: How do you think Atrus developed as a character, 
from his first appearance in Myst to his “final bow” 

in Myst V? 

A; It's Interesting, because I think he's similar in 
almost all of the games. He is a non-hero hero. 

He's a guy who actually does very little. He's very 
passive. Most of the time, it's other people who are 
doing the work, and yet somehow, he happens to 
be the person that this whole flow is channeled 
through. It's a very unusual character, in all the 
books I've read. And once again, in the intro 
speech, 1 think he says it all. He says, “once again, 1 
am useless.” He's dependent on others for 
everything that gets done. But there's some 
wisdom in him that balances. There's a need for 
him to be a part of this. In other words, the whole 
thing would fly out of control if he wasn't there. 
And yet, he's incredibly inactive in all of it. Which 
is great. It's a little bit unusual. 


And frankly, it's probably something we can all 
relate to a little bit more than leaping tall buildings 
in a single bound! (laughs) 


From the Fans 

“Riven was more immersive than Myst. Not just 
because of the graphics... the story was far more 
integral to the game than It was in Myst. Many 
people played through Myst without even truly 
understanding the story. I can't even imagine that 
being possible In Riven. Heck, we had to learn a new 
language and a new number-system while playing 
that game. Not many games can say that.” 

— John Rizzo, New Jersey 
Myst fan since age 27 


Q: What about Yeesha? How would say she's 
evolved since she was first envisioned in the 
planning stages of Uru? 

A; Yeesha was... boy, her character was developed 
way back. We knew — it must have been during 
Riven development, or even earlier — we knew she 
would be a pivotal character. 1 think she developed 
in ways that made her less mainstream. With all of 
her experience and everything she'd been 
through, we wanted her to be a homogenous mix 
of everything she'd experienced. And she'd 
experienced good and bad. She'd seen so much 
and done so much. And here she is, having to try 
and find herself 

So she's a mix of the best of her father and the 
best of her mother. There's even details to that story 
that'll come out later, as part of the Book of Marrlm, 
I think. But finally, Atrus and Catherine say, “Wait, 
wait, wait, wait, wait. We've screwed up on our two 
sons. We've got to put part of ourselves in this 
daughter. This is our hope. This is the chance to 
make things right.” So she has the best of that. 

But even that doesn't mean that someone is 
compliant. Her personality is, “I've got to find 
myself I'm different. I'm unique. Why am I here? 
Why is so much dependent on me?” And that 
weighs on you. And so you see that she expresses 
that in creative ways. Once she left home to find 
herself, she began to take pieces of everything she 
experienced. And the details are hard to represent 
in the game, but even the tattoo on her face is 
something she found in a culture, and the pieces 
of cloth she found in her clothing are something 
she found in a culture. All of that weighs on her, 
down to the point where, in Myst V, that stuff 
either makes you or breaks you. 




And when you play Myst V, you're not sure 
what happened. You're not sure whether It made 
her, or which end she came out on. Which is a 
great character. 1 love those kinds of characters. 
They have a chance to he so human, because that 
happens to all of us. Everything we go through, 
we're either going to come out on top, or that 
stuffs going to push us down to the bottom. 

Q: When you see her in Myst V, you're not sure If 
she's absolutely broken and defeated, or If she's 
stUl trying but she's Just exhausted. 

A; Yes, exactly, and that's what you want. That's 
easy to relate to. 

It's also part of the balance. Some of that Is 
hard In the game. We want to throw you loops. We 
want you to think, “Oh, wait a minute, I thought I 
knew Yeesha, but she could have easily gone off 
the deep end. Think of her family heritage.” 

S: Right. There's a history of that. 

A; Yeah, and then, “Walt a minute, she's saying 
things that I don't necessarily agree with. 1 mean, 
'cursed Myst Island?' Oh my gosh, how could that 
be?” And then we throw In Esher, and you think, 
“Oh, there Is a different point of view here. Yeah, 1 
never thought of it that way. That's true.” 

We try to make you consider all of those 
angles that make you search a little Inside to 
decide who to trust and not trust. And that's a 
great thing. That's the best thing about these 
games that we do. It's unusual for an Interactive 
game to make you search Inside for the choices 
you want to make In the game. 

And Myst started out that way. We wanted you 
to decide which brother you were going to trust 
based on Internal feelings about them. “Yeah, 
they're saying things, but which one do I really feel 
like 1 trust? Or neither?” And we really wanted 
to... boy, I wish we could get better at that, (laughs) 
That's the thing that excites me about where Inter- 
active could go. 

Q: Are there any characters in the story that you'd 
like to revisit or wish you could have done more with? 
A; Yeesha, I still think. Is our most complex 
character, and so 1 like featuring her. I think there 
would be great ways to feature her more. 1 think 
we could have done more with her. Well, there's 
only a limited amount of Interaction time you 
have, and 1 think certainly In both XJru and Myst 


V, people have seen how much we like Yeesha, or 
how complex we think her character Is and what 
we've done there. 

1 think if we'd had more time, we would have 
brought more of the D'nl back In, more of the Esher 
characters, and had possibly more than one. It would 
have messed up Myst V if we'd tried to do more 
than one, so I'm satisfied with how we did that, but 
there's some very complex characters in there that 
would be fun to talk to or visit if we had more. 

And 1 think Catherine Is an obvious choice, 
particularly her later years. She started to become 
a little hesitant to use the Books, a little concerned 
about where things were going and not wanting to 
Link because of what she'd been through. That 
stuff would be fun to at least have hints about that 
we've never really had the opportunity to do. 1 
don't know that there's a lot you could say, but 
there's some things that would satlsly people. 

What would you say were some of your personal 
high points throughout the course of the Myst 
franchise? 

A; Myst Is definitely the top of the list. It was so 
surprising, so satlslylng and surprising. Finishing 
It, or even finishing some of the Ages, and sitting 
behind people's backs and watching them play was 
by far some of the most satlslylng times we've had. 
Not even the successful sales as much as watching 
people not wanting to stop playing and going, 

“Walt, wait, let me just try another 30 minutes to 
see if I can figure this out, or see If 1 go here.” Or 
having them make the mental connections that 
we'd always hoped they would and not known If 
they would. That was Just, oh, that was Incredible. 

So that was wonderful. And I have to say that, 
for me personally, the whole XJru experience, and 
In particular seeing a glimpse of what XJru might 
have been with Complete Chronicles, all that 
content [was a high point]. 1 think Complete 
Chronicles Is available now for $9.95 or whatever. 
That boggles my mind. The amount of content 
and space and work you can get for $9.95 or 
whatever It Is, Is amazing to me. And I'm so 
proud of what we did there, what we were able to 
accomplish. 1 would have liked, of course, to have 
seen It through, and I still think that the whole 
content concept Is the future, but those are the 
top points for me. 

It's Interesting, because my top points are 
Myst, our biggest success and XJru, which Is our 
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biggest failure, but those are the two high points 
for me, as far as I'm concerned. 


Q: What do you think were the repercussions of 
Uru Live not panning out, both In terms of Cyan 
and the Industry as a whole? 

A; I think there were some false assumptions 
actually, which Is a shame. I think It set things 
back a bit. I think people assumed... they came to 
conclusions as to why It failed, which to my 
previous point I think were Invalid. I don't think 
anybody will know whether It would have made It 
or not made It. We had 40,000 beta testers signed 
up. That's not trivial. That's a pretty good amount. 
The worst possible assumption Is assuming that 
that tjrpe of entertainment, that online Interactive 
entertainment that's not based on a treadmill but 
Is based on ongoing content, won't work, and that 
Uru proves that, I think Is the biggest mistake that 
people could make. That's what I regret the most. I 
think there were several assumptions made along 
that line. And I think that may set back the 
Industry from having other people try It, which 
misses the whole point. 


Q: So what would you say were some of the lowest 
points? Would Uru Live fall Into that category? 

A; Yeah. Uru Live falls Into there because, and I 
mentioned this, the failure was not a failure that I 
can learn from. And I don't mind falling, I really 
don't mind falling. Myst's success covered over 
any failure I can have, (laughs) You get one of 
those In your life, and If you fall at everything else. 
It shouldn't matter. But what I regret Is failures I 
can't learn from. 

And we went out on a limb with Uru Live. We 
knew we did. We told everybody, there's no 
guarantees, we may fall. But if feels like we never 
got a chance to know If It really failed or why. It Just 
kind of was cut off at the knees. So everything we 
worked for, the Idea of continually having content 
that you could pump Into an online experience, we 
stUl don't know If that works. I mean, after all that 
time and money and effort, no one In this Industry 
can use that experience to say, “See, that works,” or 
“See, that doesn't work.” And that's a shame. That's 
got to be a ready low, low point for us. Not the 
fadure, but. . .you can't start that again. We can't do 
that again to prove now whether that wld work or 
not. We were so close. So, so close to knowing. 


Q: The Myst franchise, particularly the first game, 
ready pushed the boundaries of what a video game 
could be and caused people to rethink a lot of 
conceptions and misconceptions about what Inter- 
active entertainment could be. What do you think 
Is Myst's legacy In the Industry? 

A; Prom the Industry perspective. It's probably a 
little different from our perspective. The Industry 
thinks Myst proved that adventure games could be 
mainstream, whatever “adventure games” are, and 
that It didn't necessardy take a shooter or a more 
traditional game to reach the mass market. 

Prom our point of view. It was more about story. 
Our games have always been about taking the story 
and communicating It by wrapping It In an 
environment and a gameplay system, which I think 
Is the opposite of how normal Interactive games are 
done. Normady they take a gameplay system and 
try to attach an environment and a story to It. I 
would like to see what Myst does, the story method, 

I would like to see that played out. It doesn't mean 
It's superior, by the way. I think that people are 
entertained In any number of ways. You can be 
entertained watching a magic show or playing 
blackjack, I've said that before. But I would hate the 
fact that we're wrapping up Myst for us to lose that 
Idea of, “Let's take a story and try and ted a story in 
an Interactive environment.” 

And In fact, what I would love Is to see people 


Q: What do you think that the sdver lining of Uru 
Live was. If anything? 

A; My sdver lining was the fact that Complete 
Chronicles Is available for 10 bucks, (laughs) It's 
stdl there. At the very least, ad of that content Is 
stdl there. And that story was rich, rich, rich. I 
mean, the Words of the Watcher... there's an 
amazing amount of wisdom In there. We wrote ad 
this stuff, the ongoing content, and at least now It's 
In a spot where I can say, “Look. Look at all that 
stuff.” That's my silver lining. If that had ad gone 
away. If there would have never been anything 
published that I could hold onto, that would have 
been terrible. But at least I've got that. 

And I'm so proud of what we were able to 
accomplish. It was an amazing amount of content 
that we were able to budd and have accessible 
online. Actually there's a small amount of silver 
lining In the Until Uru stuff that we've done as 
wed, being able to let the servers out there and let 
the community at least keep exploring some of 
those places. That's somewhat satlslylng as wed. 


try that In new ways. One of the things we're 
looking at Is a project called LATTJS, and that's 
exactly what we did. Forget Myst, forget Interactive 
environments, forget everything we've learned or 
known. Let's start with a story and try and 
communicate It with new Interactive ways. Let's 
try and still have that story though that can touch 
people emotionally that allows us to convey some 
deeper truths, hut let's try It In a completely 
different way. I don't know If anybody will ever 
touch LATTJS. It's risky and It's not like any kind of 
Interactive entertainment that's ever been done 
before. You don't spend 10 million doUars to do 
that If you're a publisher. 

But that's what I think of Myst as proving to us. 

Is that that can be done; the story can be Important, 
and In fact Is Important to people. The 10 mflllon 
people who bought Myst, those people were Intrigued 
by It because they were puked into It, because It was 
the story that kept you going. If you just threw that 
environment out there and let people walk around, 
at some point they'd get bored of It. Early exper- 
iments In this medium were along that kne, but 
there was no depth to It. It's that story that makes 
you want to dig a kttle deeper, to find out how It 
connects. I would love to see other people, including 
us, try and figure out other ways to do that. 


The Fan Community 


Q: Moving on to the fan community, Cyan and 
Myst have one of the most extremely dedicated 
fan communities out there. How does It feel to 
know that so many people out there take what you 
do so seriously and value It so highly? 

A; Boy, It's humbling. It's unexpected and 
humbling. Although I understand It, because I've 
been on the other side. In high school, when Star 
Wars came out, I was one of those fans. And to be 
honest with you, I think I understand what that 
comes from. It has something to do with the 
deeper story, the untold parts of the story that 
allow you to discuss the things you don't know, to 
get together and try and fkl In the holes and the 
blanks... the perception of history that Is there that 
you don't know about. 

When the first Star Wars came out, people were 
speaking languages I didn't know, and they were 
referring to historic events as If I should know 
about them. It made me think that they'd really 
occurred. And that stuff Is Intriguing. I got In on 
the middle of a story. Even the fact that they caked 


It “Episode IV” was Intriguing. So I think that that's 
always been something that, to me, there's nothing 
wrong with getting In the middle of a story. 

And I think Myst felt that way as wek, that here 
was this guy sajrtng something at the beginning 
about, “I realized the moment I fek Into the 
fissure...” and It's kke, “What? Fissure? Who are 
you? You're teklng me things as If I should know 
them, and I don't even know what you're talking 
about.” That's the kind of stuff that makes you dig 
deeper, that makes you form relationships with 
other people that who to dig deeper, so that you can 
talk about what you think and what they think. 

So I understand where that comes from, but It's 
still humbling. It's humbling that something we 
can do can make people that Intrigued. It's really 
cool. It's really ready cool. 


From the Fans 

“Even with the Myst series ending in sight, the 
energy and vitality of the community remains 
strong and vibrant. The reincarnation of Uni live. In 
the form of Until Uru, has aUowed people from all 
over the planet to continue to share, explore, and 
play, on an equal footing, hi a place that is truly a 
joy to visit. With [player created] hve events 
continuing to provide entertainment and interest in 
Until Uru, the Ending Is far from being written!!” 


— Larry “Rex Havoc” Brown, Missouri, Myst fan 


Q: It's Interesting, because Myst Is not an easy 
story to follow. You have to pay very, very close 
attention to what's going on during the games. 

And even then, they raise as many questions as 
they answer. And a lot of the backstory was 
contained In novels that were out of print for quite 
some time. The whole premise of the game Is 
almost an archaeological dig. Do you think that 
determines the kind of fans you attract? 

A; Yeah, I think there are different kinds of people 
It appeals to, but there are a number of people who 
enjoy that digging. And I love that word “archaeo- 
logical.” I never thought of It that way. 

To me, there's something In human nature that 
wonders what's around the next corner. I've said 
that numerous times. And I think the next corner 
can be finding out what happened or what wlk 
happen. So the more you dig In the games, the 
more you understand that. So people who lean 
more toward wanting to know more I think are 
drawn to be the deeper fans. 
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But there's also people who just relate to the fan threads through, hut It's a lot easier and more 
community because they're nice people. The games efficient for me to get the highlights from 
themselves aren't about hilling and destrojrtng and someone else, In most cases, 
destruction. In fact, they're about struggles of 
humanity, which we all have. We can relate to Atrus, 
and we can relate to Yeesha. And so there's that 
kind of human discussion that goes on too. 

The thing I'm most proud of Is that our fans are 
some of the nicest people. TJru was amazing, to see 
fans taking care of other people, answering 
questions, not trying to — wed, there wasn't a method 
to do this — but not trying to grief them as soon as 
they got in, but actually trying to explain to them 
the ropes and see how things went. And so that's 
another humbling aspect, but one I'm really proud 
of, because that shows the nature of the game, and 
that's Just incredible. 


Q: How difficult would you say that It Is to balance 
the commercial sensibilities of appealing to a 
wider audience of more casual players with 
mahlng sure that you keep the devoted, hardcore 
fans satisfied? 

A; It's real hard. It's been hard In every one of the 
games, and I don't know that we've gotten It right. 
Myst was a great balance. Riven was not neces- 
sarily a good balance, although an exquisite game, 
just a remarkable game. But even In that. I'm not 
sure that we got the balance right. Riven was a 
highlight, but the gameplay and satisfaction level 
may not have been exactly right for everyone. 

So we pull back and we learn and we try to go In 
both directions. The hardest part of all of this Is that 
there are different people who play the game, 
different styles and personalities, and we're trying to 
get a balance that pleases as many people as 
possible. The easiest way to accomplish It — well, not 
the easiest, but the conclusion that we've come to, 
now that we're ending this (laughs) — Is, we think 
that the majority of people actually enjoy exploring 
more than anything else. They're not the puzzle- 
solvers, and they're not the dlg-deepers. They're the 
people who like to just explore interesting places, 
and they want the story to come out fairly easUy. 

I think that Myst appealed to them on the first 
Island very well. They could wander around, and 
bits and pieces of the story would draw them in, 
and they hit the wall when It came to getting off of 
the Island, and they have to solve that puzzle. 

So overall, 1 think that's the largest group of 
people that play the game. But you've got to try [to 
appeal to] the puzzle-solvers and “archaeologists” 

In addition to that. The “archaeologists” are easy, 
because all you have to do Is what we do, and that's 
build detail into the environment, and they're 
satisfied. But buUd real detail, not just fluffy little 
decorative stuff, but make a sentence In D'nl that 
means something, that's there for a reason, that's 
there because somebody wrote that there. And 
make this hut this way because these people have 
a history, and they built It this way because of the 
tools they had. And all those things that the 
“archaeologists” wUl find and be satisfied with, 
that's easy as weU. 

The hard part Is the puzzle [solvers], the 
“achievers,” because If you mahe It easier to get 


Q: It was pretty amazing. The times I went to Uru 
Live, I was stunned at the fact that there wasn't 
somebody waiting around just to Insult someone. 1 
don't think the game lends Itself weU to that kind of 
personality. If someone's going online to play a 
game Uke that, they're probably looking for a much 
different experience. 

A; Yeah, It was Interesting, because in Uru Live, 
there were a lot of things that — once again — we 
thought would play out in certain ways, but there 
was no way to test It untU It went live, at least with 
the beta testing. And It was working. Those things 
were working. We'd always wondered about 
grleflng and how much we'd have. And It was 
wonderful. It was playing out just the way we 
thought It would, so that was cool. 


Q: Do you have a level of Interaction with the fans 
that the fans don't know about? Do you “ghost” on 
forums and message boards? I know that there are 
stUl Uru Live servers running; do you ever pop In 
there? 

A; 1 haven't lately, just because of how busy we've 
been here with V, although I've a close relationship 
here with people at the company that do that stuff 
on a regular basis, so I get regular updates from 
them. “What's going on now? What's the buzz? 
What are people talking about? What are they 
having problems with? ViThat are they postulating? 
What are they thinking?” I usually get that from 
those guys, from Ryan Warzecha or RAWA [Rich 
Watson], those guys who are really in touch with 
the fans, who In fact. In Ryan's case, came from 
the being one of the fans to work here. And I do 
actually ghost on occasion, just to follow some 


places, you have to make the puzzles easier. If you 
make the puzzles easier, they don't feel challenged, 
they don't feel satisfied. So 1 think you run the risk 
of losing some of those people. 

1 think the Myst series has gradually moved to a 
“puzzle” game. 1 think over time, the puzzles have 
gotten more difficult, more “mindbending” puzzles. 
And 1 think that's unfortunate. 1 think we've 
actually lost some of the mass-market people who 
were first drawn to Myst because of that. 1 think if 1 
could go back and time and steer It, 1 would steer It 
the other way. So yes, to the question, that balance is 
incredibly difficult, for the most part. 


Q: It gave birth to Dungeons & Dragons, which Is 
basically a way of telling more of those types of 
stories. 

A; Yeah, yeah. So, in the end, even if there's not ever 
another Myst game, there's enough questions and 
rlch...l mean, probably not to the Tolkien level, but 
there's enough to keep things going for a long time, 
as far as I'm concerned. Just because you stop 
adding content, the content you've already got and 
the stcry that's in the background is stlk there. It's 
always there. 


Q: I've also got a few questions here from various 
Myst fans. Here's the first one: How do you get 
such talented people to come and work at Cyan? 
And, I'd like to add, how do you get them to 
relocate to Spokane? (laughs) 

A; (laughs) Well, there's two things there. I think 
we're unique enough that It's an interesting 
diversion from doing normal games. And If you're 
not going to go to Hollywood and work on CG stuff, 
or you're not going to work on the next engine for 
a 3D shooter, there's not a lot of choices, and we're 





one of the interesting little skews that makes you 
go, “Man, I'd like to do something in this Industry, 
but I don't want to do the same old thing.” 

So that makes it easy. Spokane makes it hard, 
(laughs) Although Spokane certainly has an appeal 
to people who live here. Once you get established 
here, you realize the benefits. And there's plenty of 
things that Irritate people about Spokane, but It's 
nice to be able to actually own a home ! 


Q: Yeah, that's not something you're able to do in 
San Francisco! 


Q: Obviously, a lot of the Myst fans are going to 
be heartbroken If this is truly the end of the road 
for the franchise. What words of reassurance do 
you have for them? 

A; It doesn't take more games in Myst to keep It 
going. There's plenty of Instances of rich, thick 
storylines stopping, and yet, the fans and the interest 
and the amazement continuing. If you look at The 
Lord of the Rings, how that was received when It 
first came out and how long it went with people Just 
intrigued by the depth of It, making up their own 
stories, wondering about that world and those places. 
And I think It's the same thing. Tolkien built so 
much history depth into that that It Just lent Itself to 
discussions for years to come. 


A; Right, exactly! And there's so much to do here, 
outdoor-wise. Within four hours Is Glacier [National 
Park]; you can go to Yellowstone [National Park]. 
Over the weekend, I went to some place in Montana 
I'd never heard of and walked In these SOO-year old 
cedar trees with this Uttle stream going by, and It 
was within a couple of hours of here. I didn't even 
know it was there. That's the kind of stuff that 
makes It worthwhile. The sajhng we've said many 
times about Spokane is, “It's a nice place to live, but I 
wouldn't want to visit there.” (laughs) I'm not sure 
that we've got quite the excitement to warrant a 
visit, but it's a great place to Uve. 


Q: Well, a lot of places that you have to live if you 
want to work in video games tend to be big cities, 
and if you don't have that big city mentality, that's 
another thing. 

A; Right. We don't have that buzz and that energy 
that a big city has, and so if you come here for a 
week and you want that, oh my gosh, you're going 
stir crazy. But again, last week, I went canoeing on 
a river that's a mUe from my house and saw three 
moose as I'm going down the river I mean, where 
do you do that? That's Just crazy. 


From the Fans 

“Cyan couldn't have picked a better team to 
continue their legacy for the third Installment. 
With Exile, Presto Studios were able to draw on the 
rich history Cyan had created, and at the same 
time, bring a unique feel to the worlds. One of the 
Millers ' original goals for Myst was to create a 
fully immersive experience, and with Myst III, I 
found the worlds more immersive than ever — I 
was able to put my headphones on and really 
experience that goal realized.” 


— ^Matt “Eat_My_Shortz” Gluca 
Melbourne, Australia, Myst fan 
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Q: Here's a fan question about the Myst games 
that were not developed by Cyan [Myst III: Exile 
and Myst IV: Revelation]: How true to the Cyan 
vision do you think they are? 

A; I think they've been true to the Myst path. I 
mean, some of it is because we've worked with [the 
developers], but not held the rein closely. Heaven 
knows, if we hold the rein too closely, it Just 
chokes. And that's the last thing we want to do to 
creative people, and Presto [developers of Myst III] 
was full of creative people who had a story to teU 
that was great, and it was part of the Myst story it 
fit weU with the history and explained a few 
things, and it stUl gave them freedom to expand it 
themselves. 

Same thing with the studio in Ubl that worked 
on Revelation. Those guys were fanatic, made up of 
great fans In many cases, doing a wonderful Job. 
And once again, the story comes out and you see 
some of their creativity in addition to the storyline. 
It's not all perfect. Some of it may not be as good, 
but some of it is better, frankly, than what we could 
have thought of, story-wise and production-wise. So 
I'm very satisfied. For third-party work, what 
people were able to accomplish, it's pleasing. 


From the Fans 

“Not only did [Revelation] stay true to the original 
vision the Miller brothers had for the series but It 
also expanded beyond that, revealing worlds and 
stories beyond an3rthing done so far. With Revelation 
you didn't Just feel like you were playing a 
game — you were exploring this unknown world as 
If you were really there.” 

— Daniel “Dan'nl” Sadowskl, Poland, Myst fan 


Q: How do you feel about the fact that folks have 
basically chosen their career paths because they 
want to work on the Myst vision? 

A; WeF, once again, that's humbUng but easy to 
understand. I mean. I'm partlaUy in this industry 
because of things that shaped me early on, from 
reading The Lord of the Rings and from seeing Star 
Wars and from seeing early GG 3D stuff I mean, I got 
books when I was in college before there was 3D as 
we know it today, when it was Just blocky shapes 
moving around, and thinking, “Oh my gosh, what is 
this?” So that's understandable. Humbling that we 
can be part of that, but yet very cool, because I was 
shaped the same way. 

S: To abruptly shift gears. I've got a couple 


questions about the upcoming Myst novel. The 
Book of Marrlm. What's it about, and what's the 
state of it? 

A; Well, it's kind of what we've said for a while. We 
have the outline, and the outline continues to 
develop, and it's great. I love the entire story; the 
story's so deep and rich. We Just don't want to 
screw it up. And so we've written a chapter or two. 
Just trying to get our legs and see what we could 
do if we were going to do it ourselves. We went 
through a whole writing of it from [David] 

Wlngrove [co-author of the three previous Myst 
novels] that defined some things, but we weren't 
quite satisfied with it, and we don't want this to go 
out unless it's right. We're not in a hurry. When it 
comes out, we want it to be an epic. We want it to 
stand on its own. We want people — especially Myst 
fans, but everybody — to read it and love it, so we 
want to make sure we do it right. 

It's the story of Releeshahn. What is that place 
that Atrus wrote? If you could write an Age to start 
over, what would you write and why would you write 
it? And that's what The Book of Marrlm is. 

Q: Another fan question. I think we know the 
answer to this one, but maybe you can expand on 
it: Do you support the idea of Myst fans continuing 
the story via writing and amateur game devel- 
opment? 

A; Oh, absolutely. That's cool stuff When you flu in 
the holes that way, that's great. You always run the 
risk of the better stuff becoming more official, or 
conflicting with how the story actually does go, 
because we kind of know parts of that that the 
fans don't know. But yeah, any creative effort 
along that line is great. I mean, if they know the 
risk Involved — ”0h, I conflicted with the story uh- 
oh, my stuffs not right anymore” — as long as they 
understand that risk, it's Just a blast having them 
do that. 

We've had discussions Internally, serious 
discussions, about how can we let the fans Write 
Ages in Until Uru? What tools can we release, the 
legal ramifications, how do we do that? We have 
ongoing discussions about putting the Art of 
Writing into novices' hands, letting them Write their 
own Ages. The risk is, you get Ages that are pretty 
dangerous, but yet you might get some gems, as 
people get an idea of how Writing Ages works. 

Q: And I think there are parallels to be drawn 
between Writing an Age in terms of the Myst 





universe and creating a 3D model of a world In 
programming terms. 

A; It is amazing to me the parallels between what 
we do and the D'nl culture. We're the masters, 
we've learned the Art of Writing, but for those who 
don't know all the rules, you might write some 
stuff where you fall through the world and things 
don't behave correctly, but you can Write worlds, 
and that would be just really cool. 

As far as TJru went, if it was successful, we 
always wanted to go there. Without success, maybe 
we can at least make that happen. 


Q: Another fan asks: What did you do to get 
through the tough times when you were making 
Myst, before you knew that it was going to be 
successful? 

A; Boy, they didn't seem tough! (laughs) We were 
working on a shoestring budget, but we were 
working with a Japanese company that was giving 
us our milestones. We were naive and young and 
working out of home. We didn’t know you could go 
bank to the trough and get more money. That Just 
wasn't the way we did business. 

We're not the best business company in the 
world. And frankly. I'm a little bit proud of that. We 
make decent business decisions, but we're more 
concerned with Just making our stuff cool, for the 
most part. We don't want to get screwed, but that's 
not the most Important thing. 


Q: And you don't have Atrus bobbleheads 
everywhere. 

A; (laughs) Yeah, right! So, in our naivete, we came 
up short and needed money, and it Just so 
happened that there was a settlement with a 
company that had stopped paying us, and we sold 
old children's projects to somebody else and got 
some cash In and put it back Into the product. We 
Just sort of okle-doked our way along. And that's 
great if you can do it. 


making it work, and feeling Ike we could walk 
around in this world. We Just thought it was cool. 
And there's something good about a garage band 
working on a song that they feel really good about. 
It keeps you going. 


Q: There's a really strong family element to Cyan. 
You Just talked about having your kids around and 
working with your brother Robyn, and now you're 
still working with your brother Ryan. And there's 
been a really strong family connection in the 
games. Gan you comment on that a little bit? 

A; Oddly enough, and I'm not sure how, I think 
companies are shaped by the people at the top of 
the company. And I've seen that In some fairly large 
companies. I remember starting to work with 
Broderbund, our publisher for Myst. I'd met Doug 
Garleston, and he was such a gracious, wonderful 
guy. And Broderbund was a big publisher. I don't 
know how many people they had working for them, 
I'm sure It was in the hundreds, and It didn't seem 
to matter. It seemed Ike what he was trickled down. 
The stuff he said, the expectations, whether he was 
active or passive, they dribbled down throughout the 
company. And I Uked that. That was a positive. 

And I hope the same thing happens here. We're 
a living. Bottom line Is, we're a living for a lot of 
people. And regardless of what you think of the 
product and what we're doing, people are 
supporting families as they're doing this. And 
that's probably one of the reasons we're not the 
best business company as well. We do whatever we 
can to maintain that, to keep people here and try 
not to mess with that. It feels Ike there's family 
stuff going on. It sounds a little corny, to say that 
you're a family, but there are things that come 
from us actually starting this as a family with a 
couple of brothers that I hope dribble down, where 
we feel obligations that are much beyond business. 
Business Is not business here, and I hate that 
saying. It's not. There are much better and deeper 
things here than business. 


Q: So was It Just a case where everything you were 
doing was Just so new and so exciting that it didn't 
feel Ike work? 

A; Yeah, It felt Ike work, but In that garage band 
kind of way. We worked long hours; Get up In the 
morning and go to work, work all day, go eat lunch, 
go back to work, go eat dinner, go back to work, 
work late Into the night. But you're at home, and 
my kids were around, and It was fun, listening to 
music and seeing cool stuff come from Robyn and 


Q: It's funny that you mention that, because I read 
an Interview In the New York Times recently 
about Costco and the way they treat their 
employees, which Is Just phenomenally weU. And 
they retain a very experienced, motivated staff It 
almost seems counterintuitive, in the business 
world, but going back to the beginning of the 
conversation, when you were talking about turning 
out Myst V so quickly because you have this 
dedicated, experienced team. It actually makes a lot 
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of sense. It seems that investments In people 
generally pay off. 

A; Yeah. That's been a highlight of all of this, Is 
meeting Incredlhly talented people who do 
amazing things that just blow me away. We got 
started doing simple little things whUe making 
Myst, the stuff these guys do Is amazing, to see the 
talent. I've told them that. I continue to work with 
some of the most talented people I've ever met. 


You're still not selling to the general public when 
you're selling Grand Theft Auto. And I think Myst 
and The Sims — what I would consider to be two 
pretty kind games that sold 10, 15 million copies — 
then you're starting to see, “Oh, the mass market's 
huge, and they want kind games. Well, maybe If I 
want to sell not Just a couple of mUllon, I should 
make something kinder.” 

But that can just happen or not happen. It's 
interesting to me that you still have the freedom to 
do any of the other games, as long as the right 
groups are protected. We stUl make R-rated movies, 
even though R-rateds aren't the best selling, 
because people have the ability to express 
themselves, and we protect people who shouldn't 
be seeing those from seeing that. But because the 
general public does like PG and G movies — In fact, 
they're the biggies — and PG-13, we have Incredibly 
wonderful movies In that kinder aspect, or even 
[rated] R, that touch a different storytelling aspect. 
The same thing will happen In videogames. 


Q: It's obvious. I visit a lot of developers, and 
there's a unique vibe here. 

A; We have our ups and downs. People get 
unmotivated, and there's Interpersonal Issues and 
all those things, but you can't help but have that In 
families. But It's been a great place to work. 


3: Another one from the fans: Which character In 
Myst do you admire most? Who do you mimic, and 
who mimics you? 

A; (laughs) You know, I think I admire Atrus, and I 
probably relate to him as much as anyone. I don't 
know that there's parallels with my Ufe, but he's had 
extraordinary experiences that he's just kind of 
blundered through. He's always gotten help; It's 
never just him. But he's managed to maintain his 
composure, he's managed to be a rock. He's been 
some level of stability for those around him. Even if 
he's not the hero, even If he's not doing the work, 
he's at least a foundation or a source of stabUlty. 

And I like that. You don't always have to be the 
guy with the limelight shining on you to 
accomplish great things. You can just be someplace 
for people to anchor, and good things can happen. 


Q: The pressure of market forces. 

A; Yeah, I mean we're stUl just so young, so young. 


Q: I draw a lot of parallels between the game 
industry and the comics industry. Comics are 
basically being sold almost exclusively to a niche 
market of superhero fans, and then you get a book 
like Maus that comes out and wins the Pulitzer 
Prize and outsells the top superhero books 1 0 
times over. And you can relate that to a Myst 
success story. What you think Is the mainstream In 
your Industry Is in fact just a niche. 

A; Right, that's perfect. 


Q: Another fan asks: How can we make the 
Industry more kind as a whole? 

A; (laughs) I think that there will be some very 
natural things happening to make It more kind. I 
stm look at the entertainment Industry — and It's 
getting harder and harder to do this — as being 
somewhat of a niche Industry. I think the more and 
more you get mainstream Into the Industry, and you 
get people outside of the [hardcore] gamers to play 
games. It becomes much more broad. The enter- 
tainment styles have to become more broad In 
order for that to happen. You're always going to 
have what I stUl consider to be niche [games], even 
though they're the best seEers, like Grand Theft 
Auto. Yeah, It's a best seller, but that just proves to 
me that the Industry Is stUl just satisfying a niche. 

Because the public at large Isn't buying games. 


Q: And you're starting to see now, with the uproar 
over Grand Theft Auto, movements to ban game 
sales to kids and things like that. And these are 
battles that the music Industry and the comics 
Industry had to fight In the '80s and '90s. 

A; Sure, It's just growing pains. “Walt a minute, 
we want to express ourselves, but we've got to 
figure out how to protect people from that 
expression.” And that's just the growing pains; 
It'll work Itself out. 


Q: I was just having this discussion with someone 
who asked me about games like Grand Theft Auto, 
and I said that I didn't think a 10-year old should 
be playing them, but a 20-year old should be able 
to buy whatever he wants. 


A; Yeaii, we're free enough tJiat we can do that, hut 
you've got to have some of that stuff In place. And 
frankly 1 don't thlnh we do a good Job of protecting, 
hut that's Just growing pains. Same thing with the 
Internet. Good grief, It's not that you want to limit 
or censor, hut you have to protect. One of the 
strongholds of society is that you have to give 
parents the ability to protect, and you have to help 
them with that. You can't just rely on them, because 
kids get more and more freedom. You have to 
actually help them until they reach an age of reason 
and they can do what they want. 


Q: There are things that an eight-year-old's brain is 
Just not wired to process. 

A; Yeah, we know that. To think otherwise, you're 
Just In denial. Good grief, the people who rant 
about censorship and stuff. It's Just like... whatever. 
We'U Just let your kids run wild and do what they 
want. I don't think you'U want them to. 


Q: Well, I don't want your kids running wUd! 
(laughs) 

A; (laughs) Yeak, exaotly! 1 want my freedom, but 1 
don't want your kids going nuts while I have my 
freedom too! 

It's Interesting to me, the GTA stuff There's going 
to be some unfortunate whiplash and some ups and 
downs as we sort through the growing pains of this. 
But they pushed It with the mod content. . . 


Q: They really pushed It. 

A; They pushed It way far. But In a way. It's like, 
“WeU, 1 guess we'U figure out how to deal with that 
now.” The Interesting thing Is that you get the 
whiplash with The Sims 2, with people going, “Wait 
a minute, you can mod The Sims 2 really easily 
and see nudity In there.” So now we'd better figure 
out how to deal with this. 


Q: All right, back on topic, here's another fan 
question: Do you think video games are Inferior 
to books? 

A; No, not at all. 1 don't think they're superior 
either. In fact, one of the reasons I've kept going In 
this Industry Is trying to see how far games can 
go as far as becoming more of an art form. And 
I've got my own definition of what an art form Is. 

One of the things we've talked about, and I've 
said this before. Is that storytelling Is about living 
someone else's adventure. A good storyteller 
brings you Into their adventure or their 


experiences, their emotions. Interactive games 
have the potential of making you the storyteller. 
You can experience those things. So in a lot of 
ways, they have the potential of letting you 
experience It, rather than read about someone 
else's experience, and that's a great thing. It's a 
great alternative. 

My opinion of art Is still that It's a crafted work 
that someone makes that tells you a little something 
about yourself or the world. There's a lot of things 
that the world at large puts in the category of “art” 
that I don't because of my definition, but I'd love to 
see Interactive go that way. And In my definition, 
there's plenty of books that aren't art, but pushing 
Interactive to where It actually teaches you about 
yourself Is a great thing. 


Q: What do you think would be the advantages and 
disadvantages to each medium? 

A; A book, or any linear medium. Is great at 
manipulating. When you can control the flow, you 
can manipulate a person so effectively, their 
emotions In particular. And emotions are a great 
way to teach. So you can make your point, people 
understand It, they can relate to It because they've 
been there — If you do your Job well. And you can 
lift them up and drop them down, and the flow 
follows exactly the way you want to manipulate 
them, which Is powerful. 

Interactive doesn't have that flow. The only 
power you have In Interactive Is you feel like 
you're doing this. “This Is me, this Is me In this 
place, and I'm doing this.” And that has Its own 
powerful repercussions. 

We diminished that, because we've let people do 
such vile things, 1 think, that In a lot of ways, I lose 
some of the tools at my disposal. Like In our 
games. If you actually did let somebody kill 
somebody to make a point, to make them feel 
something. I'm not sure that they would If they've 
played other games. “Big deal. I shot him. So 
what?” But we can do that In other ways. You 
impact your environment and things seem real. 
“Walt, I made this choice, I did this, this felt like 
something I decided.” And that's powerful as well. 


Q: If there were Just one or two things that you'd 
hope that Myst fans would take away from the 
series as a whole, what would they be? 

A; I think that, m the end. It's about what's 
Important. And this has to do with us trying to 
make something that was a Uttle bit deeper. And I 
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thlnls we failed miserably at most of It, but at least 
we were trying. But It's about what's Important, and 
every one of these Myst games challenges that a bit. 

The whole Idea of Writing Books and Writing 
Ages and that power... realizing that that's not 
what's important. Power corrupts. Power Is just 
sitting there, ready to be abused. And It takes a 
deep, underlying commitment to overcome that. 
Atrus managed to do that throughout. That 
temptation was always there to be Incredibly 
powerful, and It was not what he was looking for, 
because underneath he wasn't that person. 
Underneath, he had already conquered that. 

And that's a message 1 love, that It's more 
about people and the way you treat them, and 
kindness, and seeing even people who are weak as 
something more, rather than wielding your power 
as being the more Important thing. 


looking for game-wise that's not — and this Is 
something you don't want to call your game — ’’not an 
adventure game.” Publishers don't want adventure 
games these days. So we're having to conform a little, 
but we're doing it in our own little rebellious way. 

And we've got some Ideas, one in particular, 
that's got a couple of variations. One's a little 
darker, and one Is definitely on the humorous side. 
So It gives us a chance to stretch a little, take a 
breath, have some fun — or do something a little 
more serious, depending on which way the 
publisher skews, but very different from what's 
been In the Myst series. 


From the Fans 

“Rand Miller's greatest asset Is his undying 
enthusiasm for the worlds he has helped create 
over the past dozen years. In print or in person, 
he always expresses the wonders of exploration 
and discovery that characterize Cyan World's 
games. His only maddening quality is his ability 
to keep all those game-related secrets. The tidbits 
of random information floating around his head 
could keep fans happy for decades, If only there 
were some way to get them out. Whatever Rand 
has next up his sleeve, count me In.” 

— ^Mark “Zardoz” Plummer, Washington 
Myst fan since age 40 


'i* The Future 


Q: Last question: Now that Myst Is being laid to 
rest, at least for the time being, what's next for 
you and for Cyan? 

A; It's Interesting for us, because we're at a point in 
time where we've got a few designs that we've 
worked on that are not Myst-related at all, that are 
some Interesting experiments on our part. We're 
having to follow the normal procedures here, the 
way publishing's done. So we've taken them to a few 
pubUshers, and we're seeing if we get any response 
from them to fund the things. So at this point, we're 
kind of at this scary position, where we don't have a 
lot of reserves in the bank, and we're trying to get 
something that a pubUsher will say, “Yeah, we'd fund 
you for that. We'U write you the first check and see 
what happens.” 

So we've come up with proposals that are 
somewhat flexible. The LATHS one, we thought at first 
we would get someone to bite on, but we realized 
later on that It's too out there. Publishers want 
something new, but not that new. I'm not sure that 
we'll get a chance to do that unless we get another 
hit and maybe try bits and pieces of it on our own. 
And there are some pubUshers who expressed some 
Interest, but 1 think that's a long-term thing. 

And we actually. Just to shore things up, have 
come up with some designs that are completely 
different but give us a better chance at keeping 
everybody employed, something a pubUsher might 
want, something that fits more Ui what they're 


Q: This has got to be an exciting time for you. It's 
the first time In, what, IS or 13 years that you're 
not working on a Myst game? 

A; Yeah, oh yeah. It's a lot of fun, starting with a 
blank page. And In fact, the one project that's got a 
humorous aspect to It Is frankly the one that 
everybody here Is most excited about. There's some 
great potential there for doing things In a game that 
people haven't done before, given our UtUe rebeUlous 
twist thing that we always Uke to do. And we've 
laughed a lot over the potential for this one. I think 
people would love It. And I honestly think that 
somebody's going to snatch It up, and they'd be 
happy they did. I think It'U do really weU. 


Q: Is It an aU-ages game, or a chUdren's game? 

A; It'U definitely be all ages. 1 think the darker one 
might tend more toward a teen audience, but the 
lighter one would just be a blast for everyone. It 
might even have guns... but maybe with a little twist. 
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